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800 - 535-4290 

Tech Info & Fax 216-926-3842 
9AM- 9PM EST call for catalog 
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.Ohio residents add 5.5% state tax 

Shipping Info? Free shipping on Orders over $100. in the 
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International : Actual freight. 
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D ft P HARD DRIVES 

The only enclosures we know of 
that has the on/off switch up 
front, where it belongs, and a 
removable power cord, the 
others don’t! Complete with 
fan, mounting hardware & 
50pin SCSI cable. 

Dual monitor hold 2 drives 
3.5"or5.25" 

Tri monitor holds 3 - 3.5" 
all cases $124.95 
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Your choice of above enclosure. Complete assembled unit, using ICD Advantage Plus hosttw/doct) and software, Seagate drive, 
SCSI cable, and fan! Ready to plug in and use .. All units have a one year warranty. (Syquest drives 2 Years). Available without 
clock for $10 less. This enclosure is of the highest quality, buy ours & buy theirs, if you don’t agree, we will take ours back!!! 


DRIVES only 

ST125N-0 3.5" 20MEGS 40MS- $255 
ST125N-1 3.5" 20MEGS 28MS $279 
ST138N-0 3.5" 30MEGS 40MS- $285 
ST138N-1 3.5" 30MEGS 28MS- $309 
ST157N-0 3.5" 50MEGS 40MS- $319 
ST157N-1 3.5" 50MEGS 28MS- $345 
ST277N-1 5.25" 65MEGS 28MS- $349 
ST296N-1 5.25" 85MEGS 28MS-$369 
ST1096N 3.5" 85MEGS 24MS-$409 
QUANTUM PRO 3.5" 105MEG 19MS - $567 
QUANTUM PR03.5" 168MEG 15MS - $800 
QUANTUM PR03.5" 210MEG 15MS - $872 
QUANTUM 3.5" 331 & 425 MEG - CALL 
SYQUEST SQ555 &CARTRDDGE-S585 
EXTRA CARTS- $85ea 


Omjplette systems Ready to nasei 
20 MEG 28MS- $494 
30 MEG 40MS- $500 
30 MEG 28MS- $524 

* 50 MEG 40MS- $534 

* 50 MEG 28MS- $560 

* 65 MEG 28MS- $564 

* 85 MEG 28MS- $584 

* 85 MEG 24 MS- $624 

* 105 MEG 19MS - $782 

* 168MEG 15MS - $1015 

* 210MEG 15MS - $1087 
SYQUEST 44MEG REMOVABLE- $779 

* Current Notes PD on HD- $40 (about 40megs)* 


SQ 55 S_ & HD combmations 
30 MEG 40MSEC & 44 - $1034 
30 MEG 28MSEC & 44 - $1068 
50 MEG 40MSEC & 44 - $1088 
50 MEG 28MSEC & 44 - $1104 
65MEG 28MSEC & 44- $1118 
85MEG 28MSEC & 44 - $1138 
85MEG 24MSEC & 44 - $1178 
105MEG 19MSEC & 44 - $1366 
168MEG 15MSEC & 44 - $1600 
210MEG 15MSEC &44 - $1672 
DUAL 44MEG SYQUEST - $1375 

Larger drives and other combinations 
available! 



1040 STE-call 
520FM - call 

SM124 mono monitor - $170 
New Atari 14" color monitor w/Sterio - $339 
PORTFOLIO - call 

MODEMS 

Modem or Printer cable - $7 
Supra 2400 baud modem - $109 
Zoom 2400 baud modem - $99 
US Robotics Courier 2400 - $299 
US Robotics Courier HST 9600Bd - $599 




Master 3S - $139 

Master 3S-D(has track indicator)- $149 
Master 5S (5.25") - $205 
Atari SF314-$165 
MFD 1080 - $305 
Drive extension cable 6 ft - $13.95 
(Ideal for home brew Blitz cables) 



Z-Ram - 2.5 or 4 megs - $105 
(Board w/chips 2.5Megs- $201 4 Megs- $297) 
Z-Ram/25- 520 ST-2.5Meg - $100 
(Board w/chips 2.5Megs- $196) 
Z-Ram/Mega II- 4Megs - $100 
(Board w/chips- $196) 

1 Meg 80ns Chips $6.ea 
STE SIMMS - lmeg each - $55 
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AdSpeed(ICD’s 16mhz accelerator) - $270 
ATonce IBM emulator - ! call! 

Blitz cable w/software - $46.95 
Cordless Mouse (Practical) - $84 
Cleanup ST - $24.95 

Discovery Cart (option 0) or (Mini) - $135 
Drive Master - $32 
DVT-VCR hd backup - $119.95 
50pin SCSI dual drive cable 18"- $10 
HP Deskjet printer - $549 
HP Deskjet 500 printer - $559 
ICD Advantage Plus w/clock - $93.77 
ICD Advantage (no clock) - $83.77 
ICD Advantage Micro (Mega’s) - $77 
IMG Scan (Seymor-Radix) - $58 
Mega Keyboard Extension 6ft - $11 
Mega Keyboard Extension 8ft - $12 
Mega Keyboard Extension 12ft - $13 
Mega Keyboard Extension 25ft -$14 


Mega Touch springs - $9.49 
Migraph Hand Scanner (w/Touchup) - $339 
Monitor Master - $32 
Monitor Stand (adjustable) - $14 
Monitor Stand w/power switches - $45.95 
Mouse Master - $26 Mouse mats - $5 
Mouse (Atari) - $48 
Mouse (Golden Image) - $37 
Multisynch Monitor (Acer)-$439 
Omniswitch - $79 Overscan w/autoswitch- $109 
Panasonic KX-P1124 24 pin printer - $310 
PC Speed-$199 AT Speed-$359 
PC Speed Bridge - $65 
SGS Starter Kit - $124 
SGS Network Node - $79 
Spectre GCR(cart)- $215 
Star NX1001 9pin printer - $169.60 
Star NX-2420 24pin printer - $320 
STAime (under torn clock) - $43 
Supercharger W/lMeg- $429 
Supercharger Power Supply - $26.95 
Supercharger Math coprocessor- $145 
Synchro Express - $79 
TC Power (software for IBM emulators) - $39.95 
Turbol6 Accelerator - $257 
Tweety Board - $27 
Universal Printer Stand - $13 
Video Key - $59 
Vidi ST -$124.95 






























'Suggested retail price. 


Here's the hardware-software graphics team 
you’ve been waiting for: the Migraph Hand 
Scanner and Touch-Up* for the Atari ST? 

Our scanner has everything that you expect in 
a good black-and-white scanner. But it comes 
with software you've only dreamed about. 

Until now. 

With Migraph’s powerful design team, you can 
produce high-resolution, monochrome scanned 
graphics — from start to professional finish. 

Quality hardware for a strong start. 

The Migraph Hand Scanner has the powerful 
features desktop publishers want most: A 
scanning window over 4” wide. Four scanning 
resolutions — 100,200, true 300, and true 400 
dots per inch. Adjustable contrast. Three dither 
settings for scanning photographs. Plus a 
special setting for line art. 

And that’s just for starters. 

Powerful software for a dazzling finish. 

Other scanners come with software that can 
do a few basic tasks. Our scanner comes with 
Migraph Touch-Up, the complete image editor 


and design tool. 

Scan, edit, and enhance — even create 
original images. Touch-Up can do it all. 

Its versatile editing functions include all the 
standard commands, plus powerhouse extras 
like rotate by degree and scan to clip area. 

And Touch-Up is outfitted with a complete 



Editing features like rotate by degree give images that 
professional touch. 

paint program, a full set of editing tools, and an 
array of special effects. It even offers scalable 
outline fonts in popular typefaces. 


Software that just won’t quit. 

Size is no object for Touch-Up. It can handle 
images of almost any size and resolution (based 
on available hard-drive storage space, of 
course). And its editing tools — which work at all 
four zoom levels — extend beyond the size of 
the screen. 

Compatibility is Touch-Up’s specialty. It imports 
and exports files in IMG, Degas, PCX, and 
others. So Touch-Up is compatible with pro¬ 
grams like Calamus and PageStream. And you 
can export images for use on the PC, Mac, and 
Amiga, too. 

The Migraph Hand Scanner and Touch-Up: 
Powerful tools for professional publishing. 

Our scanner is the equal of any in its class. 
Teamed with Touch-Up, it’s in a class all its own. 

See your dealer today for a great deal. 


Ask about our IBM version. 

For Atari 1040 ST, Mega 2, and Mega 4 systems with monochrome or color monitors (including the 
Moniterm monitor). Touch-Up also runs on an Atari 520 ST with 1 MB memory and a double-sided disk 
drive. 


*%MlGR4PH; 


Migraph, Inc. 200 S. 333rd, Suite 220 Federal Way, WA 98003 (800) 223-3729 (10 to 5 PST) (206)838-4677 

Copyright 1990 Migraph, Inc, The Migraph logo is a trademark and Touch-Up is a registered trademark of Migraph, Inc. All other products named are trademarks ol their respective companies. 
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CN BACK ISSUE 
SALE!!! 
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(Plus $2.00 S&H per order.) 
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MOVING??? 

Don’t forget to send in a change of address notice if 
you are moving. Current Notes is distributed via 
second class rates. The post office does not forward 
second class publications; they throw them away. 


o Star Base 2000, by Gary Purinton. 51 

For those with the background, this program fills 
a need not satisfied by any other program of its 
kind. 


KEY: 

□ ST -related review or article. 

■ XE/XL related review or article. 
♦ Machine independent article. 
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=From the Editor s Desk:= 


n m 


by Joe Waters 


Welcome to another year of Current Notes. As 
many of you know, CN is published 10 times a year. 
Two issues are double-month issues, the January/ 
February issue and the July/August issue. If you are 
just seeing this issue in February, don’t worry. It is not 
late. It is scheduled to appear when the February issue 
would normally appear. We use “January” in the title 
just to remind readers that there is no issue in January. 


We look forward to December since it gives us, 
finally, some time to catch up with things. Unfor¬ 
tunately, this year a number of illnesses hit the 
household and not very much productive work was 
accomplished. And, of course, events in January, when 
we are putting this issue together, have made it difficult 
to concentrate on producing Current Notes. Nonethe¬ 
less, here we are starting another year. 


This issue is the first one of Volume 11, the start of 
our 11th year. The very first issue of CN, a six-page 
unnamed user group newsletter at the time, appeared 
in May of 1981. Just think, in a few more months I can 
start a feature entitled 'Ten Years Ago in CN." Not 
many computer publications can boast a feature like 
that! 


You will find in this issue an index to articles 
published in CN last year. If you wonder what you are 
getting for your subscription fee, glancing at this index 
will be instructive. Each issue of CN is 84 pages, 
counting the covers. On average, 54 of those pages 
have text—articles, reviews, tutorials, commentary, 
news and regular columns. The remaining pages 
include advertisements, the table of contents, list of 
advertisers, cover, etc. Over 540 pages of Atari articles 
appeared in CN over the course of a year. Two-thirds 
of our coverage focused on the ST/Mega line. Eleven 
per cent was devoted to owners of the Atari 8-bit. The 
final quarter was independent of machine owned. We 
anticipate that 1991 will be essentially similar. 


CN does have a volunteer staff of “regulars” who 
write frequently—eight authors contributed 10 or more 
articles over the course of the year. However, lots of 
Atari owners contribute to CN. We published articles 
from 67 people last year. An additional 45 individuals 
saw their “Letters to the Editor” appear in CN. All of 
these authors have contributed their time and effort to 
bring you, our CN readers, their insights and 
experience in things Atari. I would like to take this 
opportunity to thank all of our contributors. Without 
them, there would be no Current Notes. 


This issue, as usual, is jam-packed with informa¬ 
tion. Indeed, with the one-month gap, I have received 
enough articles to fill much of the March issue as well. 
There are some truly interesting and exciting articles 
“on the shelf.” You will see these in coming months. 

Authors often wonder how we decide what to 
publish and what to hold. It is really quite simple. 
Regular columnists, since they write a monthly column, 
almost always get first priority. Secondly, since we are 
“Current Notes,” timely articles, that would lose their 
value if published later, receive the next priority. The 
remaining articles are then chosen with an eye to 
balance. We prefer a variety of different topics and like 
to provide a little something for everyone in each issue. 

Advertising placement also plays an important role 
in choosing the last few articles. If we need to place a 
half page ad, an article that is one and a half pages will 
be chosen over one that is one and three-quarters. 
Size is also an important factor. If you submit a 
six-page review, that competes with three two-page 
reviews. With our limited number of pages, it is very 
difficult to fit in very many long articles in a single 
issue. Finally, of course, articles that require extensive 
“editing” usually get put aside because of time 
pressures and, thus, wind up “on the shelf” for quite 
some time. Most CN authors really do write very well. 

I encourage anyone who would like to share his 
opinions and ideas to submit an article. ST related 
articles should be sent to Frank Sommers and 8-bit 
material to Ben Poehland (see Table of Contents page 
for addresses.) Be sure to call in advance and check if 
you are planning to write/submit a product review. 
There is no need to put a big effort in if someone else 
is already working on a review. 

Well, I had better end here. After all, there is this 
one more ad we have to fit in somewhere! 


PflMI I ( Interested in Atari computing? 

Interested in the UK scene? Then 
subscribe to 8:16 the UKs No. 1 
Atari Newsletter. Released quarterly by the 
Bournemouth & Poole Atari User Group, 
8:16 is full of useful articles on the Atari 8 bit / ST 
/ Lynx and VCS. Tutorials, News, Reviews, 
Liard ware Projects, PD Library - its got it all! 
Subscriptions rates are: 
v UK - £3.80 Europe - £8/00 
Elsewhere - £8.00 (sea) - £15.00 (air) 

!! Cheque JlMO/PO (£) payable to BaPAUG 1 
llaPAUGy 248 Wimborne Road, Oakdale, 
Poole/ Dorset BH15 3EE, England 
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ATARI 8-BIT 

SOFTWARE - PARTS AND BOOKS FOR 
ATARI XL / XE & 800/400 COMPUTERS 


1050 MECHANISM 

Factory fresh TANDON mechs. 
make difficult repairs a snap. Units 
are complete with Head, Stepper, 
Spindle motor, belt etc. Just plug in, 
no difficult alignments or adjust¬ 
ments required. 

$4750 


POWER PACKS 

Exact replacement trans- <t» a A rr\ 
former for 800/400,1050 4> | ZL° U 

810,1200XL, 850, and 1 “ 

XF551 units. Part#C017945. 


XL7XE SUPPLY 

PowerPakfor800XL.60QXL >POKOO 
1XXE, 65XE & XE Game. C.\J 


KEYBOARDS 

New and complete subassembly. 
Easy internal replacement. 

130XE/65XE $35.00 

800 . $40.00 

800XL .... $29.50 
400 . $12.50 


XL 40 PIN LSI CHIP SET 

A Complete set of 40 Pin Large Scale 
Integrated Circuits for your 800XL, 
600XL or 1200XL computer. 

Great for quick repairs! Set 
contains one each of the $ 4 /^95 
following:CPU, GTIA, IQ 

ANTIC, PIA AND POKEY. 


800 4 PIECE BOARD SET 

Includes Main Board, Power Supply 
Assembly, CPU Module and 10K 
Revision B Operating System Module. 
All boards are new, tested and complete 
with all components.$28.50 


800/400 MODULES 

NEW PARTS COMPLETE WITH IC’S 

• CX853 16K RAM Module $9.50 

• 800/400 CPU with GTIA . $8.75 

• 800 10K "B" OS MODULE $8.75 

• 800 POWER BOARD ... .$14.50 

• 400 POWER BOARD .... $9.50 


MISCELLANEOUS 

600XL 64K UPGRADE KIT.$29.95 

13 PIN SERIAL J/O CABLE.$4.50 

SPECIAL - 3 I/O CABLES FOR $10.00 

ACE JOYSTICK.$7.95 

POWERPLAYER JOYSTICK $19.95 

U.S. DOUBLER.$27.50 

400 BOARD SET (W/O Kybd) $22.95 
PADDLE CONTROLLERS ... $9.95 

REV. "C" BASIC ROM 1C .. . $15.00 

RAM BO XL w/o RAM IC's .... $27.50 
850 or PR MODEM CABLE . . $14.50 

850 or PR PRINTER CABLE.. $14.50 
8-BIT MONITOR CABLE .... $9.95 

PRINTER INTERFACE.$43.95 

P:R: CONNECTION.$62.00 

I/013 PIN PC CONNECTOR . . $4.50 

800XL RF MODULATOR. $9.50 

RF CABLE (COMPUTER TO TV) $3.75 
1050 TRACK ZERO SENSOR .. $8.50 
2793 - 1050 Disk Controller 1C . $19.50 
850 12pc 1C set - all except ROM $19.50 

ANIMATION STATION.$74.95 

SUPRA 2400 BAUD MODEM . $124.95 


BOOKS 

Mapping the Atari (XL/XE) $24.95 
Mapping the Atari (800/400) $18.95 
Compute’s First Book of Atari $ 12.50 
Compute’s Third Book of Atari 
(Includes a high quality type in 

Word Processor).$12.50 

First Book of Atari Graphics $12.50 
2nd Book of Atari Graphics $12.50 
Graphic Book Combo #1 & 2 $19.95 
Electronic Computer Projects $9.95 
XE USERS HANDBOOK $21.95 
XL USERS HANDBOOK $21.95 
Assembly Language Guide $21.95 
USING NEWSROOM .... $19.95 
YOUR ATARI COMPUTER $17.95 
Programmers Ref. Guide $14.95 
HackerBook Tricks & Tips $5.00 
Write Your Own Games ... $5.00 

How to 6502 Program_ $5.00 

Basic Reference Manual... $5.00 
INSIDE ATARI BASIC .... $5.00 
DOS 2.0 Reference Manual $7.50 
Tech Ref. Notes for 800/400 $19.95 
Basic Playground Workbook $5.95 


SAMS Repair manuals for 1050, 
800XL, 130XE, 800, 400 contain 
schematics, parts lists, labelled 
photographs, oscilloscope and 
logic level readings. $24.95 Each 


ATARIWRITER + PLUS 
WITH SPELLCHECK 

Complete Disk based package 

.... $29.95 


BOOKKEEPER & KEYPAD 

You get both Atari's 8 bit * as\95 
professional bookkeeping * |y 
system and the handy CX85 
numeric keypad for one low 4 DISK 
prioe. Packages Factory sealed SET 


VISICALC SPREADSHEET 

Unleash the computing power Q( - 

of your 8 bit Atari withVisicalc. $ H Q yD 
Corrpute everything from home ■ ^ 

finances to high powered finan¬ 
cial projections. Hundreds of uses. DISK 


Super DataBase 1-2-3 

INNOVATIVE PRODUCT CREATES AMAZING 
DATABASE APPLICATIONS EVEN IF YOU 
HAVE NO PROGRAMMING SKILL ONCE YOU 
CREATE A PROGRAM WITH SUPER 
DATABASE IT BECOMES A STAND-ALONE 
APPLICATION THAT RUNS ON ITS OWN. 
■GENERATE* YOUR OWN PROGRAMS TO 
KEEP TRACK OF EVERYTHING. * QK 

INCLUDES 137 PAGE MANUAL - 3 DISKS *59 y ° 


P:R: CONNECTION 

Serial / Parallel interface for connecting 
a wide variety of standard RS232 
modems and standard Centronics 
Parallel printers to your Atari 8-bit 
computer. Direct replacement for the 
850 interface.$62.00 

P:R: or 850 to Printer Cable .. $14.50 
P:R: or 850 to Modem Cable .. $14.50 


CALL TOLL FREE 
1 - 800 - 551-9995 

IN CALIF. OR OUTSIDE U.S. 
CALL 415-352-3787 


r CARTRIDGES ^ 

For XL’s/XE’s 800/400 

PAC-MAN Cartridge. 

$4.00 

DONKEY KONG Cartridge. 

$5.00 

DELUXE INVADERS Cartridge .... 

$4.00 

STAR RAIDERS Cartridge. 

$5.00 

JOURNEY TO THE PLANETS Cart. 

$4.00 

WIZARD OF WOR Cartridge .... 

$9.95 

BALLBLAZER Cartridge. 

$17.50 

FINAL LEGACY Cartridge. 

$17.50 

ARC HON Cartridge. 

$19.50 

GATO Cartridge. 

$19.50 

RESCUE ON FRACTALAS Cart. . . 

$19.50 

DAVID'S MIDNIGHT MAGIC Cart. 

$17.50 

ONE on ONE BASKETBALL Cart. 

$17.50 

ACE OF ACES Cartridge. 

$22.50 

NECROMANCER Cartridge. 

$9.95 

FOOTBALL Cartridge. 

$14.95 

GORF Cart. 800/400 Only. 

$4.00 

MILLIPEDE Cartridge. 

$10.00 

PLATTER MANIA Cart, by Epyx .. 

$7.50 

CAVERNS OF MARS Cartridge .. 

$12.50 

PENGO Cartridge. 

. $12.50 

EASTERN FRONT Cartridge. 

$12.50 

TURMOIL Cartridge. 

$5.00 

ADVENTURE CREATOR Cartridge 

$12.50 

SILICON WARRIOR Cartridge .... 

$12.50 

MATH ENCOUNTER Cartridge . . . 

$12.50 

MICROSOFT BASIC II Cartridge .. 

$26.95 

BASIC LANGUAGE Cartridge . . . 

$15.00 

Editor/Assembler Cart. (No Manual) $9.95 

PILOT LANGUAGE PACKAGE . . . 

$17.50 

SPARTADOS-X Cartridge .... 

$59.95 

ACTION O.S.S Cartridge. 

$55.00 

ACTION TOOL KIT DISK. 

$19.95 

ACTION RUN TIME (DISK) . . . 

$19.95 

MAC-65 O.S.S. Cartridge .... 

$55.00 

MAC-65 TOOL KIT DISK. 

$19.95 

BASIC XE Cartridge. 

$55.00 

R-TIME 8 Cartridge. 

$47.95 

EXPRESSI New Cartridge version 

$67.95 

SPINNAKER EDUCATIONAL CARTRIDGES 

KINDERCOMP Cartridge. 

$8.75 

FRACTION FEVER Cartridge... 

$8.75 

FACEMAKER Cartridge. 

$8.75 

ALPHABET ZOO Cartridge. 

$8.75 

UP FOR GRABS Cartridge. 

$8.75 

ALF IN THE COLOR CAVES Cart. 

$8.75 

DELTA DRAWING Cartridge.... 

$8.75 

STORY MACHINE 800/400 only 

$8.75 

LINKING LOGIC (Fisher-Price) Cat 

$8.75 

GRANDMA'S HOUSE (Disk). 

$8.75 

• DATASOFT DISKS • 

VIDEO TITLE SHOP 3 DISK BONUS PACK 

Contains VTS + 2 Companion Disks $14.95 

ALTERNATE REALITY (The City) 

$12.50 

ALTERNATE REALITY The Dungeon $12.50 

SARACEN Disk. 

$9.95 

GUNSLINGER Disk (64K). 

$9.95 

TOMAHAWK Helicopter Game 64K 

$12.50 

THEATER EUROPE War Game . . 

$12.50 

BRUCE LEE Disk. 

$12.50 

MERCENARY Disk. 

$12.50 

MERCENARY 2ND CITY DISK . . 

$12.50 

THE GOONIES Disk. 

$12.50 

CONAN Disk. 

$12.50 

221- B BAKER STREET (64K) . .. 

$12.50 

221-B BAKER ST. Case Library 1 

$9.95 

221-B BAKER ST. Case Library 2 

$9.95 

Napdean in Russia (Borodino 1812) 

$12.50 

BISMARCK. 

$12.50 

ZORRO. 

$9.95 

MOONSHUTTLE. 

$4.95 

CROSSCHECK. 

$7.50 

MICROPROSE DISKS 

• F-15 STRIKE EAGLE. 

$14.95 

• TOP GUNNER COLLECTION . .. 

$14.95 

• SILENT SERVICE. 

$14.95 

• KENNEDY APPROACH. 

$14.95 

• SPITFIRE ACE. 

$14.95 

• DECISION IN THE DESERT . . . 

. $14.95 

• CRUSADE IN EUROPE. 

$14.95 

• CONFLICT IN VIETNAM. 

$14.95 

• HELLCAT ACE. 

$9.95 

• INFOCOM DISKS* 

• WISHBRINGER. 

. $14.95 

• MOON MIST. 

. $14.95 

• SEA STALKER. 

$9.95 

• HOLLYWOOD HI JINX. 

. $14.95 

• PLANETFALL. 

$19.95 

• INFIDEL. 

. $14.95 

• CUT THROATS. 

. $14.95 

• BALLYHOO. 

. $14.95 

• SUSPENDED. 

. $14.95 

• ZORK 1. 

$14.95 

• DEADLINE. 

. $19.95 

• * DISK BARGAINS • • 

• SUMMER GAMES BY EPYX . . . . 

$4.75 

• ALIEN AMBUSH. 

$4.95 

• SPIDERMAN. 

. $4.95 

• TECHNA-COLOR DREAM. 

. $4.95 

• REARGUARD. 

. $4.95 

• ROCKET REPAIRMAN. 

. $4.95 

• SPEED KING. 

. . $4.95 

• STRATOS. 

. $4.95 

• WOMBATS 1. 

. . $4.95 

• FREAKY FACTORY. 

. $4.95 

• THE GAMBLER. 

$7.50 


r Disks-XL’s/XE’s/800l 

ATARIWRITER + With Spellcheck 

$29.95 1 

GAUNTLET (64K). 

$12.50 1 

Deeper Dungeons (Req. Gauntlet) $16.95 1 

INFILTRATOR (64K). 

$16.95 1 

TRAILBLAZER by Mindscape .. 

$16.95 I 

NEWSROOM (1050 or XF551-64K) $13.50 1 

CROSS COUNTRY ROAD RACE 

$12.50 

GHOSTBUSTERS Disk. 

$9.95 

CYCLE KNIGHT. 

$9.95 

SEVEN CITIES OF GOLD. 

$9.95 

RACING DESTRUCTION SET . . 

$9.95 

ONE ON ONE BASKETBALL . . . 

$9.95 

LORDS OF CONQUEST. 

$9.95 

F-15 STRIKE EAGLE Disk. 

$14.95 

TOP GUNNER COLLECTION ... 

$14.95 

SILENT SERVICE Disk. 

$14.95 

VISICALC Spreadsheet . 

$19.95 

MASTER CHESS Disk. 

$5.00 

L. A. SWAT. 

$7.50 

WOMPER STOMPER Disk. 

$9.95 

FORT APOCALYPSE Disk. 

$7.50 

ELECTRA-GUDE Disk. 

$7.50 

MIND MAZES (Educational). 

. $7.50 

VIDEO VEGAS Poker & Slots. 

$9.95 

STRIP POKER. 

$25.00 

ACTION BIKER. 

$8.75 

KICK START. 

$8.75 

MONEY TOOLS (Financial Utility). 

. $9.95 

DIG DUG Disk. 

$9.95 

PUZZLE PANIC Disk by Epyx .... 

$9.95 

CEST'E LA VE Disk. 

$9.95 

OUN EMERALD (Jr., Adv.). 

$9.95 

MOVIE MAKER (Graphics). 

$9.95 

FINANCIAL COOKBOOK. 

$9.95 

SONG WRITER. 

. $9.95 

PREPPIE and PREPPIEII (2 GAMES) 

$9.95 

GOLDEN OLDIES (4 Classic Games] 

1 $9.95 

BUCKAROO BANZI. 

$12.50 

WARGAMES (Based on the Movie) 

$12.50 

DAY AT THE RACES (Horse Race) 

$12.50 

CHESSMASTER 2000. 

$12.50 

PINBALL CONSTRUCTION SET 

$12.50 

BRIDGE 4.0. 

$12.50 

PEGAMMON. 

$12.50 

MUSIC CONSTRUCTION SET . . . 

$12.50 

TRIAD (Arcade / Action Game) .. 

. $12.50 

FOOBLITSKY Disk / Board Game 

$12.50 

BEYOND CASTLE WOLFENSTEIN $12.50 

TEMPLE OF APSHAI. 

$12.50 

A LI-ANTS Disk. 

$12.50 

MOUSE QUEST Disk (64K). 

$12.50 

ELECTRONIC DRUMMER Disk . . 

$12.50 

PIRATES OF THE BARB ARY COAST $12.50 

NICKERBOCKERDisk. 

$12.50 

BOULDER DASH Construction Set 

$12.50 

12 SCOTT ADAMS ADVENTURES 

$12.50 

SORCEROR at Claymourge Castle $12.50 

HACKER Adventure by Activision 

$12.50 

MIND SHADOW Adventure 64K . . 

$14.95 

GHOST CHASER. 

$14.95 

GUITAR WIZARD (Music Tutor) . . 

$14.95 

BLAZING PADDLES (Graphics) .. 

$14.95 

SCHEMATIC DESIGNER. 

$24.95 

THE SCANALYZER. 

$29.95 

Advanced Protection Techniques 

$24.95 

BASIC TURBOCHARGER. 

$23.95 

CHIPMUNK. 

$34.95 

YOUR ATARI COMES ALIVE . . . 

$23.95 

SPARTADOS CONST. SET ... . 

$27.50 

S PART ADOS Tool-Kit. 

$27.50 

TYPESETTER. 

$25.00 

RUBBER STAMP. 

$19.50 

UK DATA PERFECT Database ... 

$CALL 

PRINT SHOP. 

$39.95 

MEMBERSHIP RECORDS. 

$14.50 

SSI QUALITY SIMULATIONS 

SSI MECH BRIGADE. 

$19.95 

SSI U.S.A.A.F. 

$19.95 

SSI SONS OF LIBERTY. 

$19.95 

SSI SIX GUN SHOOTOUT. 

$19.95 

SSI KNIGHTS OF THE DESERT . 

$19.95 

SSI Rebel Charge at Chickamauga $14.95 

SSI SHILOH - GRANTS TRAIL .. 

. $14.95 

SSI THE ETERNAL DAGGER . .. 

. $14.95 

SSI FIELD OF FIRE. 

$14.95 

SSI WIZARDS CROWN. 

$14.95 

SSI GEMSTONE WARRIOR. 

$14.95 

SSI IMPERIUM GALACTUM. 

. $19.95 

SSI WARSHIP. 

. $19.95 

SSI WAR IN RUSSIA. 

$19.95 

SSI NAM. 

$19.95 

SSI WARGAME CONSTRUCTION SET $14.95 

SSI SHATTERED ALLIANCE . . . . 

$19.95 

SSI FORTRESS (Strategy Game) 

$19.95 

SSI CYTRON MASTERS (Arcade) 

$14.95 

• • EDUCATIONAL DISKS • • 

MASTER TYPE (Typing Tutor)... 

$15.00 

LINKWORD SPANISH. 

$22.50 

LINKWORD GERMAN. 

$22.50 

LINKWORD FRENCH. 

$22.50 

A+ SPELLING (4 DISKS). 

$19.95 

A+ LEARN TO READ (3 DISKS) .. 

$19.95 

A+ READING COMPREHENSION . 

$19.95 

SAT MATH. 

$17.95 

SAT VERBAL. 

$17.95 

HODGE PODGE (AGE 1-6). 

$13.50 

MONKEY MATH (AGE 4 - 10) .... 

$17.50 

MONKEY NEWS (GRADES 1 - 6). 

$17.50 

TEDDY BEAR Rainy Day Games.. 

$12.50 

^COUNTING & ADDING with Tink .. 

$9.95 


AMERICAN TECHNA-VISION 

Mail Order: 15338 Inverness St., San Leandro, Ca. 94579 
Sales Office: 2098 Pike Ave., San Leandro, Ca. 94577 

Terms: NO MINIMUM ORDER. We accept money orders, personal checks or 
C.O.D.S. VISA, Master/Card okay. Credit cards restricted to orders over $18.50. No 
personal checks on C.O.D. - Shipping: $4.75 shipping and handling on orders under 
$150.00. Add $3.75 for C.O.D. orders. In Canada or P.R. total $7.00 for shipping 
and handling. Foreign shipping extra. Calif, residents include 7 1/4% sales tax. All 
products new and guaranteed. All sales final. Send S.A.S.E for free catalog. 

Prices subject to change without notice. Atari is a reg. trademark of Atari Corp. 























































































































































Letters to 
the Editor 



Union Bashing 

To the Editor, 

This is the United States of America and 
every opinion deserves an airing, but why my 
favorite computer magazine decided that 
David Troy’s diatribe against Unions and 
working people deserved publication, without 
any space for an answer is beyond me. If the 
ignorance of Mr. Troy is the approved policy 
of Current Notes, I would like to know so that 
I can avoid purchasing your magazine in the 
future. 

I am proud of my Union Card. Evidently 
Mr. Troy feels that a reasonable salary, safe 
working conditions and a little human dignity 
are a little too much to ask. He reports on 
one (allegedly) corrupt local of a Union with 
two million members and from that extra¬ 
polates that all Unions are equally corrupt, 
and all working people equally moronic. If Mr. 
Troy would like to see conditions in non¬ 
union shops, I will personally give him a tour 
of one of the 30,000 sweatshops located in 
the big apple. As a member of local 352 of 
the Teamsters Union, which has organized 
boiler repair people, I can honestly say that 
my life would be at hazard without my union. 
Every day I service high pressure steam 
boilers in nonunionized garment shops. This 
is dangerous work because the owners of 
these places do not pay for necessary, let 
alone recommended, repairs. The competi¬ 
tion is too fierce. Only being a member of a 
Union allows me to walk away from these 
jobs, only the strength of a union behind me 
keeps me from being fired. Meanwhile, the 
desperate people who actually work there are 
constantly being injured. I might add that the 
new government policy of “letting business 
police itself” is a joke in the worst of taste. 

Possibly if Mr. Troy gave the question 
some thought he would realize that one does 
not live and raise a family on what he 
considers a “reasonable wage.” Just what 
this amount is he never states. No doubt he 
would reply that if you are not happy where 
you are, go get a job somewhere else—as if 
all the working people in America are mem¬ 
bers of the middle class with the upward 
mobility of a yuppie. I might add that it is the 
salary I make, fought for over the years with 
the blood of my brothers and sisters, which 
allows me to buy the Atari ST and, as a side 
effect, support the owners of stores like Mr. 
Troy’s. 

I enclose a stamped, self-addressed 
envelope so that you can conveniently inform 
me whether some sort of reply to the so 
called computer column of Mr. Troy is 
contemplated. I’m not trying to be nasty 


about this, but if I was Black, Mr. Troy just 
called me a nigger; if I was a Jew, Mr. Troy 
just called me a kike. In point of fact, Mr. Troy 
did, indeed, call me a corrupt moron. 

David Barkin 
New York City, NY 

Dear David, 

I’m sorry you were offended by Dave 
Troy’s opinions on Union workers. I am not 
surprised, however, since I, too, thought that 
many union workers would not look favorably 
on his sentiments. 

I have printed your letter in the letters to 
the editor section as a “rebuttal” and com¬ 
mentary on the column. I will be sending a 
copy of your letter, and this letter, along to 
David as well. 

The strength of Current Notes \s primarily 
in the quality of writing provided by its 
contributors. When we edit, we watch for 
punctuation and grammar but seldom take a 
heavy hand in editing content. As a result, the 
flavor of the various articles, particularly those 
of columnists who write regularly, reflects the 
personality and opinions of the individual 
authors. As we state on the Table of 
Contents page, “Opinions expressed in this 
publication are those of the individual authors 
and do not necessarily represent or reflect 
the opinions of Current Notes or any of the 
participating user groups, none of which are 
affiliated in any way with Atari Corp.” We are, 
however, a vehicle through which people can 
express their opinions and, as I said earlier, I 
was more than happy to print your letter as a 
rebuttal to Dave Troy’s column. 

Joe Waters 
Publisher, CN 

In Response to Mr. Barkin’s Letter: 

I am sorry if Mr. Barkin, as a union 
member, was offended by my account of the 
Atarifest. My gripe was with the behavior and 
attitude of the union members that I saw, the 
fact that the union could force me into the 
forfeit of my own perfectly good labor, and 
the extra, totally unwarranted cost that the 
union caused the WAACE Atarifest budget to 
incur. What l saw was poorly managed, 
unnecessarily (and forcibly) hired labor. That, 
I feel, is inexcusable, and I feel little sympathy 
towards any of the union members or leaders 
involved. 

Mr. Barkin feels that I extrapolated my 
entire view of unions from this one 
experience; I must say that this is not the first 
I’ve seen of this practice at computer shows. 
Labor unions and unwanted drayage have 
been popping up at these things for years, 


and I am quite honestly disgusted by it. Tell 
me why I should pay these union members to 
perform a service which I am perfectly 
capable of handling myself—especially when 
they are rude and unaccountable for the 
damage they may cause. It’s as though you 
were forced to put your child in the care of 
someone you knew was abusive, and you 
had to pay them to boot! No one can tell me 
this is sane! 

If this kind of forced, unwanted labor is 
the approved policy of labor unions in 
general (and more than one experience tells 
me it is), then I would like to know so I can 
avoid labor unions in the future! What Mr. 
Barkin seems to be saying is that while 
unwanted labor may be the approved policy 
of labor unions, that’s not what they’re really 
about, and on the whole they keep people in 
dangerous or stressful situations from being 
taken for granted and well compensated too. 
That’s good. I don’t argue with that. People in 
dangerous or stressful situations competently 
doing necessary work should be justly com¬ 
pensated. But people who force unnecessary 
labor, and do it poorly, should not be paid as 
if they were doing someone a service. 
Unfortunately, both of these categories of 
labor seem to fall under the aegis of unions. 
Unions should support only people who do 
necessary, wanted work well. 

I have thought about what kind of salary 
is needed to “live and raise a family.” I say 
again that people who are doing necessary 
work competently (as Mr. Barkin seems to 
be), deserve the wages that unions could 
very well have helped them earn. People who 
are doing unnecessary labor poorly shouldn’t 
be polluting the work force. 

Because of the sentiments I and others 
expressed, the Teamsters have been suc¬ 
cessfully negotiated out of the contract for 
next year’s Atarifest, and I think that’s a good 
thing. They were unnecessary, unwanted 
labor, doing a poor job at a task for people 
who would gladly have done it for them¬ 
selves. The next time I know of a boiler to be 
repaired, I’ll be the first to call Mr. Barkin; I 
think he’d do a good job, and I’d have no 
trouble paying him the wages his union 
prescribed. 

Sincerely, 

David Troy 

P.S. - Thank you, Joe, for having the 
courage to print my article, Mr. Barkin’s letter, 
and my response. It is good that we can 
constructively discuss topics which may only 
tangentially relate to Atari computerdom. 

Lots of Spectre Print Help 

Dear Editor, 

Concerning the letter from Jack Burkig, 
Reno, NV, asking about how to make Spectre 
print. 

I am using the PrintLink Collection 
from GDT Softworks, Inc. Currently, the 
software supports Okidata 390, NEC Pinwriter, 
Epson FX/LQ, Drionix 150/300, Panasonic 
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1000/1100/1500. I use the software with my 
Panasonic KXP1124—zero, problems. 

It is installed on the system folder and 
replaced Mac’s printer driver. They also have 
other drivers available which support Laser 
printers. Cost is around $100, very good 
support. Easy to use. Even comes with a 
Mac-to-printer cable. This is a serial printer 
cable for use with a real Mac. Atari needs no 
other cable. You choose the parallel port 
from Spectre and you’re off and printing. 
Prints graphics just like Mac printer—cannot 
tell the difference from an Imagewriter II. 

Dennis Bironas 
Kokomo, IN 

Print with PrintLink 

Dear Editor, 

I read with interest the December 1990 
issue of Letters to the Editor, particularly the 
one referring to printing problems when 
running Spectre GCR. I hope this will help. 

This letter was written with Microsoft 
Word4.0 and printed with PrintLink Collection 
3.0 (Dot matrix version) by GDT Softworks, 
Inc. The program can be purchased from 
Program Plus (1-800-832-3201). This printer 
driver prints in the standard graphics mode at 
72 x 72 dots per inch, essentially a WYSIWYG 
(screen) printout. Unfortunately, the NLQ and 
Draft mode does not work with Spectre GCR 
(text comes out in condensed mode with 
weird or no formatting). It would be great if I 
could get better than the 72 x 72 dpi print 
resolution but hey! it’s better than nothing. 

I have used this printer driver with a 
variety of programs; for example, MacWrite //, 
PageMaker 30 1, QuarkXPress 2.10, Poster- 
Maker P/us, FileMaker Pius, MS Works and 
Doilars and Sense 5.0. So far, I have not 
encountered any printing hang-ups. 

My system is a 1040ST with a Z-RAM 
upgrade to 4MB, 85MB hard drive of which 
50MB is allocated to Spectre GCR, mono 
monitor and a Star NP-10 printer. My Spectre 
GCR mode runs under System 6.4. 

Many thanks for a great magazine on the 
Atari ST computer. Keep up the great work! 

Anthony Foo 
Placentia, CA 

PrintLink and JetLink Express 

Dear Joe, 

l would like to reply to your questions on 
how to get the Spectre GCR to print. At the 
present time I am using a Seikosha 1200AI 
and an HP LaserJet IIP with my GCR with no 
trouble whatsoever. 

I am using printer drivers from GDT 
Softworks, Inc. which can be purchased from 
any of the Macintosh software houses, Mac 
Warehouse, Mac’s Place, etc. For the 1200AI, 

I use the Epson driver from the PrintLink 
Coiiection and for the IIP I use JetLink 
Express. PrintLink also includes drivers for 
24 pin printers. 

In my estimation, GDT is the type of 
software house we’d like to see the others 


emulate. As a registered user, I received a 
minor revision without even requesting it and, 
when they charge for upgrades, they really 
give you value for your money. 

Just put the printer drivers in the systems 
folder and select them with the Chooser. The 
documentation says that PrintLink requires, at 
least, System 6.0.3, while JetLink can use 
System 6.0.2.1 use 6.0.3 for both. 

No special hookup is required. Use the 
normal parallel printer cables. 

I hope this helps other Current Notes 
readers with GCRs. 

Vernon R. Smith 
Fairfax, VA 

Spectre and MacPrint 

Dear Joe, 

I am glad to be able to help on this 
subject, having just gone through the same 
experience as you with the MacPrint driver 
for the HP DeskJet and LaserJet series. But 
first I wish to thank Current Notes for 
expanding the Letters to the Editor section. I 
have learned much from reading about user’s 
problems and the solutions thereof. 

To get MacPrint to print to the DeskJet, it 
is sufficient that two conditions be met. (I 
haven’t explored enough yet to determine 
what the necessary conditions are but I found 
two that were sufficient). The first condition is 
that the file DeskJet info (or DeskJet PLUS 
info) be in the System folder. These files are 
made and modified by the printer driver and 
placed inside the Insight folder which, in turn, 
is inside the System folder. The driver 
appears to create the files there and then it 
cannot find them. (The Insight folder comes 
with MacPrint and contains the cartridge 
information files). 

The second condition to be met is that 
the printer be awake. Booting the Atari with 
the printer on seems to fix this, as does 
printing with Superpaint. Attempting to print 
with Word i/4.0 or Works 1/3.0 does not wake 
up the printer. 

I had bought the DeskJet 500, MacPrint 
and A dope Type Manager two weeks ago for 
lots of bucks (I did get them all at sale prices) 
and found that they would not work with 
Spectre. I was so disappointed and I thought 
that I would have to give the whole lot to my 
son who has a real Mac Plus. Last weekend, 
while playing with the system again, I noticed 
two files (DeskJet info and DeskJet PLUS 
info) int he Insight folder (inside the System 
folder) that had that day’s date. Upon check¬ 
ing, I found that they had not come with the 
MacPrint software. Perhaps they could not be 
seen where they were? I moved them out of 
the Insight folder, so they were just in the 
System folder. The Settings... menu on the 
Chooser dialog box now worked. I had been 
unable to bring up this menu before. I could 
now assign the port (printer), but still no 
printing from Word or Works. By chance, I 
tried Superpaint. It printed; the other applica¬ 
tions now printed also. I rebooted everything 


with the DeskJet turned on; everything still 
printed. I was saved. The next day I put the 
info files back into the Insight folder and set a 
path to that folder, using Setpaths (shareware 
by Paul F. Snively). Everything still worked, so 
I left things at that. If it isn’t broke, don’t fix it. 

I cannot help with Jack Burkig’s troubles 
concerning the Star Micronix printer. Before 
getting the DeskJet, I had been using a 
Citizen 120D for several years (that thing has 
given no trouble, it just runs and runs). I was 
using the Epstart printer driver by Softstyle 
with the FX80 emulator and it ran right away 
without trouble. I did go through the installa¬ 
tion procedure given in the instructions. 
Perhaps one could be in trouble if this 
procedure is not followed exactly. 

Yours sincerely, 

Martin H.R. Donald 

P.S. I love the DeskJet. It prints very well 
with TEX also, and it does envelopes. 

Installing MacPrint 

Dear Joe Waters, 

I noticed you were having trouble with 
MacPrint. I’ve been using it for about 6 
months now so I’ll step through the installa¬ 
tion process and see if it helps you. 

• From the Spectre set-up page, make 
sure that the printer port is parallel. Also, 
make sure that the printer is set for 
parallel port input. 

• When you have booted to the Mac 
desktop, insert the MacPrint program 
disk. 

• Copy the appropriate printer driver to 
your System Folder. You must also 
copy the folder called Insight Folder. 
This contains information about avail¬ 
able font cartridges. Even if you don’t 
have font cartridges for your HP printer, 
this folder must be in your System 
Folder. For example, for my LaserJet III, 

I have two files in the Insight Folder, 
LaserJet Cartridges and LJIII Info (of 
course you don’t need the later file if 
you don’t have a III series printer). If you 
have a DeskJet, then you just need the 
DeskJet Cartridge file. 

• Select the Chooser from the Apple 
menu. 

• Make sure AppleTalk is Off. 

• In the Chooser, select the HP printer 
driver. 

• You should see some information 
appear in the box above the user name 
entry (it happens to be which cartridges 
MacPrint recognizes.) 

• Click on the button labeled Settings. A 
small dialog box will appear. 

• Select the Printer port, not the modem 
port. Also, set the baud rate to 57600. 

• Click OK and close the Chooser. 

• To make sure it works, select Print 
Directory from the Finder and see if it 
prints the directory of the current work¬ 
ing level. 
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That’s how I have my system set up and 
running. I am running system 6.04 (although it 
should work fine under 6.02 and 6.03). Which 
leads me to wonder if Mr. Burkig, the person 
whom you were answering, was using an 
older system and the printer driver he had 
would not work under the older system. Many 
programs now require 6.02 or higher and he 
might have been using an older version 
(System 4.2/Finder 6.0 is definitely older and 
not the same as 6.02 even with the 6.0 
number). MacPrint requires system 5.0 (which 
is what 4.2/6.0 is) at least, but of course not 
using 6.02 cuts you out from using many 
great programs such as Adobe Type Mana¬ 
ger. 

Marshall Vale 
Pawtucket, Rl 

Village Does Do Repairs 

To the Editor, 

Over the course of time we have read 
about the lack of repair facilities for the Atari 
ST series of computers in the New York City 
area. One article that we have seen men¬ 
tioned our store (Village Computers, Inc, 687 
Broadway, NY, NY 10012) as a dealer for the 
ST but stated that we did not do repairs. 
Such is not the case. 

We are an authorized Atari repair center 
for the ST computer. At the moment, we do 
not sell the ST, but we are more than happy 
to do repairs. Unfortunately, Atari takes its 
time in filing our orders for parts, thus the 
turn around period can be very long. 

We hope this clears up any misunder¬ 
standings, 

Vincent Nelson 
New York, NY 

HP LJIII and Legal Paper 

Dear Mr. Sommers, 

I read with interest the two articles on the 
HP LaserJetlll in your October issue as I was 
considering purchasing that printer. Dennis J. 
O’Boyle’s article almost dissuaded me, but I 
decided to take a chance and get one. I am 
happy that I did. 

I believe that Mr. O’Boyle’s problems with 
printing legal sized paper were the result of 
not trying all the possibilities in deciphering 
the Ca/amus and Hewlett Packard instruction 
manuals. I, too, ran into the problem of legal 
sized paper only printing 10.79 inches but 
then I noticed that in the Calamus printer 
dialogue box, I had left the “Paper Feed” on 
“Tray” instead of changing it to “Manual.” 
Once I did this, I still had problems getting 
the printer to print anything until I changed 
the Control Panel settings on the LJIII to 
“Paper=Legal,” “Orientation*” (not Land¬ 
scape which Calamus accomplishes by 
itself)” and “Manual Feed=On.” The printer 
sucks the paper in the manual load by itself 
and has no problems printing legal sized 
paper. 

I am enclosing a sample of what I printed. 
I used Cherry Fonts (Unit #4, 2250 Tyner St, 


Port Coquitlam, BC V3C 221) which I have to 
plug because they are so well constructed, 
inexpensive and well-supported (free 
upgrades) besides being a local product. 

I just received the new Nov/90 WordPer¬ 
fect Update which contains printer drivers for 
the HP LJIII Courier, Univers and CG Times 
fonts (each in eight fixed point sizes). The 
update also now works on my Moniterm 
monitor! The drivers don’t access all of the 
capabilities of the LJIII, however, but I figured 
out how that to get the printer to do 
everything that it is capable of doing. All you 
have to do is change to the DOS TEXT 
printer driver and that will allow the LJIII 
Control Panel to override the WP printer 
driver. The Control Panel will not override the 
three LJIII drivers. 

LOW Power spreadsheets printed fine 
once I stuck “\027(3@” as the default printer 
setup instructing the LJIII to use the default 
printer font. The Control Panel again can be 
used to access other internal or cartridge 
fonts. 

The HP LaserJet III is a great printer for 
the Atari ST. I love it! 

Jay Hirabayashi 
Vancouver, B.C. 

More on Key Chatter 

Dear Frank, 

Apropos of the Atari Key Chatter com¬ 
ments in the December Letters section, I find 
that I have been experiencing the same 
phenomenon in a slightly different fashion. 
When a file listing is displayed and I wish to 
select more than one file, I click on the first, 
then move the arrow to the second, hold 
<SHIFT> and click on the second and so 
forth. If, while moving between selections, I 
press the <SHIFT> key, the chatter occurs. 
The effect is a constant refreshing of the file 
list as if the <ESC> key had been pressed. 
The audible chatter continues until the com¬ 
puter is rebooted. 

This does NOT happen with my 1040ST 
with TOS 1.0; only with the 1040 having 
“Rainbow” TOS installed. 

Perhaps if enough of these instances are 
documented, someone will be able to find 
the cause and correct it. 

Sam Van Wyck 
Linthicum, MD 

Where are Mac ROMs? 

Dear Mr. Waters, 

Help! By publishing this letter in your fine 
magazine, I hope I can get some help from 
you or your readers. 

Just before Christmas, I was trying to 
purchase the Spectre GCR. In doing so, I 
attempted to find Macintosh ROM’s to com¬ 
plete the system. Unfortunately, Mac ROM’s 
are no longer available, even from Apple 
dealers. Luckily, I did not purchase the 
Spectre GCR in advance. 

What does this mean for future Spectre 
owners? Or the fate of the Spectre family? 


Does anyone know what’s wrong with 
Future System’s Indus GTS 100 disk drive for 
the Atari ST? This inconsistent drive has 
given me, and everyone I know who owns 
one, many problems. Future Systems will 
replace only the drive mechanism (with a 
remanufactured one) for some outrageous 
price but they will not repair or replace the 
unit. This and other GTS drives have had the 
drive mechanisms thoroughly tested and that 
is not the problem. I don’t want to waste 
anymore money on this failing device unless 
it can be repaired. The consensus is it is NOT 
repairable. Are there any hints for getting this 
oversized paperweight working? 

Brad A. Utschig 

Federal Way, WA 

[It seems that Mac ROMS are getting 
harder to come by. Some dealers, however, 
do have them in stock, but they are more 
expensive then they used to be. If dealers do 
have Mac ROMS available, let CN know and 
we will pass the word on to our readers. 

I’m sorry about the problems you are 
experiencing with the Indus GTS 100.1 can let 
you know that we have an Indus and it has 
provided flawless, heavy-duty performance 
for the past two years. -JW] 

CodcHcad Corrections 

Dear Joe, 

This letter is in response to “CodeHead 
Corrections,” a letter from the owners of 
CodeHead Software referencing a review 
article titled “Doing Things a Different Way,” 
by J. Andrzej Wrotniak. 

Specifically, it is about the part where the 
CodeHeads accuse him of bias by referring 
to competing products. 

Although Mr. Wrotniak’s response was 
complete and gracious, I wish to bolster his 
repudiation of the criticism just a little. It is 
totally ridiculous for the CodeHeads to con¬ 
sider reference to competing products 
biased. Hot Wire/Maxi file is a power com¬ 
bination, no doubt about it (in fact, I use 
Neodesk/MaxifUe/Littie Green File Selector 
vice Neodesk/U/S )—but, it is not competing 
against itself and the fact of the matter is that 
most ST users prefer a graphic user interface 
similar to GEM (Andrzej refers to it as 
“working habits”) as evidenced by Gribnif’s 
sales of Neodesk, and no amount of brag¬ 
ging or bad mouthing of reviewers or other 
software companies is going to change that 
fact. If it was the CodeHead’s goal to code 
the standard de facto user interface replace¬ 
ment for the standard ST GEM, their pro¬ 
blems began in the design stage when they 
chose to abandon a windowing environment 
and opt for the Hot Wire environment. There 
is no doubt in my mind that if Charles 
Johnson (master assembler) wanted to, he 
could develop the fastest, most feature 
packed, memory efficient windowing user 
interface for the ST (maybe any computer). 
He has so far chosen not to and I don’t 
believe that Hot Wire will ever be totally 
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accepted by the ST community (this last 
statement is a little subjective). 

Matthew Gann 

King George, VA 

[User interfaces are a personal thing. 
Different people like to work in different ways. 
Some people like GEM, others prefer to use a 
command line interface on their Atari. Neo- 
Desk does have a lot of fans, but don’t 
underestimate Hot Wire. Indeed, Richard 
Gunter has chosen to use that program as 
the focal point of his “Starting Block” column 
this month. It’s actually very nice to have a 
variety of choices on the Atari. -JW] 

MIDI Mouse’s Key Disk 

Dear Editor 

This communication is prompted 
because I have just purchased a four-set 
program of “Songflight” Midi music lessons. I 
was shocked to find out I could not make 
back up copies of any of these sets after 
trying to for a day and learned that they were 
copy protected—(I am too used to running 
non copy protected programs). This should 
have been stressed before I bought them. I 
do respect the right of a developer to copy 
protect his works, but I should be forewarned 
of this before I buy the product! What is 
worse, I called up the MIDI Mouse Phone 
Number, four times, to ask certain questions 
about their product at (503) 622-4034 and 
was supposed to get a return call. I never did! 

I could not even get their product running 
for days until I went over their confusing 
instructions which another computer enthu¬ 
siast also found confusing. I finally got the 
programs running by installing what they call 
a key disk by booting and running it unpro¬ 
tected! In other words, it can be inadvertently 
ruined and you have to have separate key 
disks for each of the four sets I bought 
before they run. If you ruin a disk, you can 
get another key disk for $15. You cannot use 
a hard drive without a key disk. In other 
words, you’ve got all of these key disks 
floating around to get lost or be ruined. I 
bought a hard drive to avoid all of this. I 
normally make all back ups (in triplicate and 
store them on changeable 44 Mb hard drives. 
I have found that triplicate back ups are the 
best way to go. Midi Mouse only lets you buy 
one key back up disk for each set. 

The reason I bring all of this out is that, 
looking over their program and manuals, I 
find it a good product and it is sabotaged by 
their key disks. If allowed to go over their one 
key disk limit at $15 each, one would need 12 
key disks floating around in triplicate for their 
four-set program at a cost of $180. That 
could be easily compromised as they are run 
unprotected. The product is a downer for lack 
of service to the customer and other draw¬ 
backs that should be looked into for the 
consideration of the buyer. They also 
demand that the program be registered in 10 
days, which is ridiculous to test out the 
product before it is accepted, especially 


when one has four sets to go through. Some 
users might take longer than that to just boot 
up if they get no cooperation from the 
producer. There must be others out there 
with similar problems as the product has 
labels on the folder on how to load it with the 
disk tab in the write position which is 
unconventional and hard to comprehend. I 
eagerly await any corrections on my com¬ 
ments from Midi Mouse, if I ever hear from 
them. 

Tony Mallin 

Chicago, IL 

STe Incompatibility 

Dear Mr. Sommers, 

I was faced with the current need for at 
least one megabyte memory capacity in my 
520ST so I agonized over how to upgrade it 
for quite awhile. After looking at the options 
and hearing about the problems of doing so, 

I decided to trade it for a 1040 STe with an 
extra megabyte. I had read about the fact that 
some ST programs that didn’t follow the Atari 
operational protocol exactly will not run on 
the STe. However, I didn’t realize how many 
of the ones that I have would be like that. 
Also, I hoped that someone would find a way 
of getting around the problem and, in fact, I 
had read somewhere, I think that it was an ST 
Informer issue, that someone selling STes 
included a program that simulated the old 
operational system and would allow the 
running of the ST programs that shortcut the 
Atari protocol. I believe the program was the 
one that was included as a disk with the old 
ST before they got FCC approval for the 
built-in version. 

I am sure that many people buying STes 
as replacements will be as frustrated as I am 
at not being able to run some of their favorite 
programs and not having access to their text 
files. Also, they won’t know whether seldom 
used programs will run until they try them and 
even then, if they won’t run, they won’t know 
if it is the operational system incompatibility 
or some other cause. For them and for first 
time buyers of STes, they won’t know, in 
many cases, that ST programs that they 
might want to buy will run on the STe unless 
they ask the seller or he specifically says so, 
which some are starting to do. 

One might question the “user friendli¬ 
ness” of Atari in making much of the old ST 
software useless or questionable when owner 
confidence and loyalty ought to be one of 
their major assets. A personal library of 
familiar software is one of the strongest 
reasons to stay with the same brand of 
computer. This has been lost for the ST line. 

Could you discuss this problem in an 
issue of Current Note# If there is a possibility 
of issuing a Current Notes library disk that 
would get around this serious deficiency in 
the STe, it would be of immense help to 
many of your readers, I’m sure. 

James O. Spriggs, 

Kensington, MD 


[The 8-bit Atari had a "translator" disk to 
switch back to the old operating system. I 
don’t know if any such disk could be 
provided for STe owners. We will check into 
it. I have started receiving calls that some of 
the PD software won’t work on the STe. This 
was also true when Atari went from TOS 1.0 
to TOS 1.4. CN, as yet, does not have an STe 
so we cannot check library programs for 
compatibility. In time, (depending on when it 
may become available) we may purchase a 
Mega/STe and will then be able to provide 
STe compatible disks. -JW] 

1990 Bummer 

Dear Joe, 

I am resubscribing to your publication 
because I find it to be a good eye and ear to 
Atari. And several times I have purchased 
software based on your reviews. The year 
1990 was a bit of a "bummer" for me, 
however. 

In June, after reading your review of 
Quick ST, I sent off a personal check for $23 
to Branch Always Software in Ontario, 
Canada for one copy of Quick ST. By 
September, I had not heard anything 
although I had received my cancelled check. I 
called their number in Ontario only to be 
switched by an answering service to another 
number that was out of service. I next wrote 
to Ontario including xeroxes of the cancelled 
check, but still no word. Then, in October, I 
learned about the move to the Seattle area. I 
wrote again and called again and left a 
message on their answering service. Still no 
word and I have my cancelled check. 

Another disappointment. Soon after 
reading your review of Wordup 20 1 decided 
to invest in a copy. The review sounded as 
though Wordup 3 would be a good addition 
to DTP software. I have installed it twice but 
am finding the program fraught with crashes 
and freezeups. Calling Neocept brings an 
operator message "out of service." So, you 
see why I call this year (1990) a bummer. 

Robert Livingstone 
Falmouth, MA 

Help Convert French ST 

Dear Sir, 

Please explain how I can convert a 
French 1040STFM to American current and 
Hrtz. The French use 220-60hrtz, and I 
believe if I change the power supply inside 
the machine to 110-50 hrtz this should solve 
my problem. Also, can I change the "key" 
chip under the keyboard to convert to a 
"qwerty" keyboard and then change 5 or 6 
keys to make my 1040 work in America. The 
desktop will remain in French, but this is no 
problem. Thank you in advance, 

Dana Davis 
Eugene, OR 

[I know I can’t answer those questions, 
but perhaps some of our readers can. -JW] 
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Once Again Atari Restructures, 

Price Reductions for STe’s & Lynx, Mega STe Appears, 
Stiff Competition Ahead for TT’s 


The Good News 

Atari has cut prices. Atari hard¬ 
ware appears to be selling quite 
well via dealers across the country. 
TT’s are being sold to selected 
dealers, with some hint that the 
FCC approval to sell the machine to 
non-business users may only be a 
month or so away. Capping all this 
is the appearance of the Mega STe. 
Yes, dealers are beginning to 
receive the machines and are 
pleased, indeed, with them. At 
$1,700-1,750 with a 14” color 
monitor with stereo sound, the 
machine has appeal. The TT without 
a monitor fetches $2,400. Couple it 
to the TT030 monitor at $549 and 
you have a “big machine” for 
$2,949. So, once again, Atari has a 
product line with strong perfor¬ 
mance and price appeal. 

The Bad News 

We all make New Year’s Reso¬ 
lutions. We all break them. Ours 
was simple. If President Bush 
avoided war, we would avoid further 
criticism of Atari’s managing, mar¬ 
keting, sales, and personnel poli¬ 
cies. 

We don’t wish to make light of 
the tragic fact of the war; few things 
in the past decade have made our 
heart so heavy, despite the initial 
astounding military and technologi¬ 
cal success of men and equipment. 
But it’s happened, so here we go. 

The TT and the STacy, after 
more than two years, still are with¬ 
out FCC approval. Can a company 
be serious when one third of its 
major product line is “crippled” 
(Lynx, Portfolio, Mega STe’s and 
STe’s are the four others)? Its 
“plan” to reinvigorate the U.S. mar¬ 
ket with the TT, and the laptop 
STacy is seriously flawed when it 


has to ask its dealers to send it a 
letter specifying they have a Class 
A customer, (business only) for 
either of the machines. Atari claims 
it will have a major, “large, large, 
indeed,” advertising campaign for 
the TT beginning in March, when, 
presumably, the machine will be 



available in greater quantity (fewer 
than 100 are now scattered around 
the U.S). TV, you ask? No, no, Atari 
believes TV advertising isn’t cost 
effective, so it will be a “print ad 
attack.” 

Atari’s Bob Brody, when asked 
about lack of FCC approval for 
Atari’s STacy, purportedly said that 
the lack of Class B FCC approval 
and the requirement for dealers to 
testify to their business market 
access was, “....the way it was 
supposed to be all along ... we’re 
still shipping STacy’s; we’re just 
covering our bases while we do it.” 
We can only conclude he was not 
inviting the FCC to a shoot-out but, 
instead, was misquoted. 

Although, as noted, the STe 
sold well throughout the Christmas 
season, its position in the market 
place is unclear. David Plotkin in an 
excellent review of the STe in Start 
magazine, raises the question of 


why the computer didn’t include 
more of the innovations available to 
it and which are contained in the 
Mega STe, e.g. no expansion bus 
and, thus, no big screen Moniterm 
capability, and only 16 colors dis¬ 
played at a time. He concludes, on 
the basis of the extra joystick ports, 
the hardware scrolling, extended 
color and stereo sound, that the 
machine is designed for the game 
market both in Europe and the U.S. 
Problem: the STe is compatible with 
less than one third of the European 
game software that was made 
before last September. 

So much for New Years. 

Perestroika Atari Style 

Abraham Lincoln and Sam Tra- 
miel appear to have had one thing 
in common. They both believed it 
was essential to change generals 
with promptness when your war 
was going badly. Atari’s “business 
is war” campaign has stalled out in 
the mud of the U.S. market. So 
another general of sales manage¬ 
ment bites the dust. This puts Atari 
into more than a baker’s dozen of 
such changes in the last couple of 
years. The latest loss, and it is a 
loss, is Bill Crouch, VP in charge of 
sales. He and most, if not all, of 
Atari’s sales reps were let go in 
early January, just a few days 
before the Consumer Electronics 
Show in Las Vegas (10-13 Janu¬ 
ary). 

Along with the restructuring of 
sales came the rumor of another 
innovative “game plan.” Purpor¬ 
tedly, Greg Pratt would be relin¬ 
quishing his job as head of U.S. 
operations, a job he’d been given 
when Elie Kenan left it to return to a 
more genteel Atari Paris environ¬ 
ment. Presumably, Pratt would go 
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back to his financial tower, where 
he has long been and long enjoyed 
the confidence and respect of Jack 
Tramiel. 

And who, but who, would 
possess a skin of thick enough 
armour to step onto a battlement 
that has slain so many so fast. The 
rumor is that a student of Von 
Clauswitz, the famous Prussian 
authority on war, is considering 
picking up the swagger stick. The 
Feld Herr (field marshall) of Atari, 
Germany, Al Strumph is supposed 
to do to the U.S. what he’s done to 
Germany on Atari’s behalf. We have 
not been able to confirm this 
switch, and as of this writing, Greg 
Pratt was rather firmly in place in 
Kenan’s job. 

CES 

What comes after the Lynx, if 
you’re using animals, fast ones, as 
names for your sports cars or even, 
say, your computers? Panther, of 
course. And that was the new 6800 
game machine that Atari showed 
off in Las Vegas. The Lynx was 
everywhere with a new $99 price for 
the stripped-down version with no 
software, and no two player cables. 
(The Lynx kit was also reduced by 
$30 to $149.) Along with the price 
cut was the introduction of a num¬ 
ber of new game cartridges for the 
Lynx. But, as usual, there was for¬ 
midable competion snarling loudly 
and coming on rapidly. Currently, 
Lynx, as a machine, is a clear 
winner over Nintendo’s mono¬ 
chrome Game Boy, yet the latter 
has outsold the Lynx by more than 
10 to 1. (Atari claims it has shipped 
250,000 Lynx. There are almost 3 
million Game Boys out there.) And 
now here comes Game Gear, the 
Sega hand-held computer game 
machine with 3.2 inch, high-rez 
color screen graphics, superior to 
any other hand-held system. As 
competition for the Panther, there’s 
the new Super Famicon, the ad¬ 
vanced high speed videogame 
system from Nintendo, which 
already has a 50 million game- 
machine user base here from 
heavily advertised sales of its pre¬ 


sent machine. Topping off the 
game machine displays was the 
Cadillac of all of them, the Neo- 
Geo. Selling at $600 it duplicates an 
arcade machine in almost all per¬ 
formance respects. Now, if that’s 
not enticing enough for us game 
players, NEC has linked a laser- 
based CD player with its TurboGra- 
fix system, giving it about 100 times 
more coded game information than 
a normal game cartridge. So, we 
are fast arriving at true interactive 
game machines, displaying full¬ 
screen, full-motion video, in addi¬ 
tion to high fidelity sound and 
highest resolution graphics. 

Atari also announced a more 
competitive price for the 1040STe 
—$499. Considering the current 
low cost of 1 meg memory chips, 
circa $50 each, and the SIMMS 
architecture of the STe (permitting 
easy memory upgrades) you can 
have a 4 meg machine for very little 
money these days, $650-700. The 
original Mega ST4’s were almost 
twice that, but also with the cost of 
the monitor not included. 

Neocept Gives Up 

Neocept is no more. The de¬ 
veloper of WordUp and other prod¬ 
ucts has sold the rights to its pro¬ 
grams to Pacific Software Supply of 
San Louis Obispo, CA. We recently 
reported that Neocept had made an 
interim arrangement with the E. 
Arthur Brown Co. to supply 
upgrades for WordUp. Pacific has 
taken over the responsibility of get¬ 
ting upgrade disks to dealers. If 
your dealer does not have them, 
suggest he contact Pacific. If you 
have no access to an Atari dealer, 
Pacific, which is a wholesale distri¬ 
butor of Atari software, including 
European programs, will try to help 
you (1-805-543-1037). 

One Down, One Back Up 

From Cambridgeshire, England 
comes word from GST, the devel¬ 
opers of Publisher ST, to Current 
Notes that after some discussion 
with Timeworks Inc., the English 
firm has learned that Timeworks will 
continue to support and distribute 


Publisher ST in North America. 
However, GST still has no plans to 
develop an upgrade for the current 
version 1.1 of their program. A false 
rumor that they would do so some¬ 
how sprang up at the last Comdex. 

Slings and Arrows vs Sticks and 
Stones 

An Atari Corp. denunciation on 
GEnie or a slur in an electric news¬ 
letter is one thing. After all, we’ve 
been carefully taught since baby- 
dom to ignore sticks and stones 
onsluaghts. But slings and arrows 
are something else. And when out 
of New Zealand comes the electric 
announcement that your ST- 
UPDATE columnist is “working for 
Atari,” why, then the turn-the- 
other-cheek gesture requires the 
kind of steely control and self- 
discipline that can only be acquired 
thru reporting the facts about Atari. 
Sad to relate, such was the case 
during an exchange on USENET 
back in December. In the course of 
suggesting that Atari was taking 
over Neocepts products, the un¬ 
thinkable occurred. From down 
under in Kapiti, New Zealand came 
the damning accusation that we 
were in the pay of our friendly 
adversary in San Jose, CA. No way, 
Jose! 

UNIX Delayed 

In a small room in Atari, right 
next to that dark hole where Atari 
hides all items introduced but never 
released, sit three very bright and 
able UNIX programmers. They are 
the in-house secret weapon that 
Atari has cobbled together to port 
UNIX over to the TT. For a while 
UniSoft, the rather large devel¬ 
opment company, that did UNIX for 
Apple, was under contract to pro¬ 
duce Unix System 5, Release 4. 
But, for reasons unknown, though 
possibly involving repetitive 
changes in the TT system, 
necessitating all too often changes 
in the “standards” Unisoft was 
required to meet, there was a ter¬ 
mination of the relationship. Now, 
the Unixteers, as the three are 
known, struggle to bring glory to 
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their company. The difficulty is, 
however, that knowledgeable pro¬ 
grammers tend to agree that such a 
port would require several dozens 
of programmers to bring it into 
being. The betting now is that the 
TT will live its life without UNIX. 

MihocaSeesST as “DeadEnd” 
Appearing in electric print in an 
article in STReports, Darek Mihoca, 
who developed the Atari 8-bit 
emulator for the ST and then the 
excellent accelerator software, 
OuickST, and who is now President 
of his own software development 
company, declared that the ST was 
now a dead end. It might take a 
year or two, but the handwriting 
was there. Those of you who read 
our obituary for Atari in the Decem¬ 
ber issue are aware that we agree 
with Darek. What was surprising 
was the amount of “flak” flung in 
his direction after his comments 
appeared while he was describing 


the virtues of Windows for the IBM 
and IBM clones. The critiscism was 
all the more unfortunate because 
Darek has done as much as many 
and more than most to make the ST 
a more useable, enjoyable 
machine. His 8-bit emulator 
allowed many Atari users to make 
the decision to move up to the ST, 
feeling that they could take their old 
software along with them. Some of 
the negative comments about 
Darek’s claim that the IBM was a 
more facile machine involved speed 
and cost. Darek maintained that, 
with the lowered cost of clones, 
you can spend under $1,500 for a 
386SX based system with all the 
memory and graphics and color 
and speed of your ST. 

TT Beware 

What Darek wasn’t aware of at 
the time the above was taking place 
was that IBM clones would now 
also challenge the TT, just as it 


started to ship to dealers. Positive 
Corp. (Chatsworth, CA; (818) 341- 
5400) has distinguished itself by 
producing the latest high perfor¬ 
mance machine using the IBM plat¬ 
form. Dubbed the “Positive 486,” 
it’s a 486 running twice as fast as 
the IBM 386 on the Norton scale. 
The cost is the same as a TT, under 
$3,000. It comes with 2 meg of 
memory, a 106 meg hard drive, two 
floppy drives, a VGA color monitor 
(1,024 x 768 pixels) and a keyboard 
and MS-DOS 4.1 operating system, 
plus Windows 3.0 and working 
models of several Windows pro¬ 
grams. Leaves you rather breath¬ 
less, doesn’t it. And that configu¬ 
ration makes it even cheaper than 
the TT’s projected cost by several 
hundred dollars. Will it be hard to 
find and when can you get it? It’s 
available now at Price Club and 
Sam’s membership stores. You can 
also mail order it for a bit more. And 
it has FCC Class B approval. 



FEEL THE SPEED!! 

Quick ST II 


FREE DEMO AVAILABLE!! 

Software Screen Accelerator version 2.21 


- speeds up your ST’s screen graphics 

- faster than hardware accelerators 

- speeds up all fonts, including GDOS fonts 

- requires less than 28K of memory 

- supports all screen resolutions 

- supports custom desktop backgrounds 


The magazine reviews said of Quick ST II: 
"amazingly FAST - Nick Berry, PSAN (4/90) 

"I highly recommend this package" 

- Ron Schaefer, ST Informer (6/90) 

"Buy if - A. J. Wrotniak, Current Notes (6/90) 


See for yourself why over 5,000 fellow Atari ST users swore by Quick ST II in 1990. 
Buy Quick ST II for only $24.95 (or less) and enjoy a faster ST or STE computer! 


ATTENTION ALL ST USERS! 


Have you received your copy of the Branch Always Newsletter yet? 

We have just released our year end newsletter packed with complete product information 
about our Quick ST II and Quick Tools packages, update info, dealer lists, hints and tips 
about using our products, questions and answers from our users, user group discount info, 
and valuable discount coupons for our new products for 1991. The newsletter was sent free 
to all registered users of our products and to all user groups in Canada and the United States. 
To receive a FREE newsletter, send us your name and address and a copy of this ad. 

Branch Always Software Quick ST II and Quick Tools are available at most Atari ST dealers 

1A1FH hi F PHth Cf across the U.S. and Canada. If ordering direct, add $3 s/h for U.S. 

/ h i Cfu /v.c. nuui. oi. destinations, and $5 elsewhere. U.S. dollars only please. For credit 

Bellevue, 14 'A 98007 card orders, call our order line at 206-783-0933, business hours. 


Phone: (206)-885-5893 Orders: (206)-783-0933 
CompuServe: 73657,2714 GEnie: DAREKM 
BBS to download the demo from: (206)-525-7046 


FEEL THE SPEEDI DOWNLOAD THE FREE QUICK ST II DEMO. 
Download QST22DEM.ARC from Genie, CompuServe, or the BBS. 
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RIO COMPUTERS 


800 - 782-9110 


‘ORDERS ONLY 
MON-SAT 8AM-6PM 
PACIFIC TIME 


AUTHORIZED ATARI 
DEALER/SERVICE 
CENTER 


CUST SERVICE 
TECH SUPPORT 

702-454-7700 

TU-SA 10AM-6PM 
FAX: 702-454-7700 


SUPERCHARGER VI.4 


BREAKS THROUGH THE BARRIER 

Full MS-DOS Compatability With Real Time Multi-Tasking Plus EXPANDABILITY 



SUPERCHARGER OPTIONS SOON TO BE RELEASED 


SCpIus/NET - Full networking board tm 

■ Connect DOS and TOS programs or files under Novell 1 M etc. 

■ Transfer rates of 2.5 Mbits/sec. 

■ Plugs into existing expansion connector with no soldering required. 


NO INTERNAL 
MODIFICATIONS 
REQUIRED 

PLUGS DIRECTLY INTO THE 
DMA PORT OF YOUR 
COMPUTER 

MS-DOS INCLUDED 


• RUNS CGA AND HERCULES 

• EQUIPPED WITH 1 MEG RAM 

• USES EXISTING MOUSE AS DOS MOUSE 

• SUPPORTS 5.25" OR 3.5" AS SECOND DRIVE 

• PRINTS TO THE ATARI LASER FROM DOS 

• SUPPORTS ALL HARD DISKS WITH AHDI 
DRIVER 

• SUPPORTS ALL PARALLEL PRINTERS 

• USES ST SERIAL PORT UP TO 9600 BAUD 

• ATARI 3.5" DISK READS/WRITES AS 720K 
DOS 


SCplus/286 - Turns Supercharger into a full 286 co-computer 

■ Runs at 12 MHz on a pure AT chip set 

■ Comes with 1 Meg of RAM expandable to 4 Meg - full EMS support 

■ Contains true AT expasnsion slots - accepts ANY expansion card 

■ Provision for an 80286 co-processor 

■ Plugs into existing V30 socket with no soldering required. 


• SOCKET FOR 8087-2 CO-PROCESSOR 

• USES SUPERCHARGER’S RAM AS 1 MEG 
RAM DISK 

• USES ST’S RAM AS RAM DISK IN DOS 

• RUNS 286 AND 3.0 WINDOWS 


SCplus/386 - Turns Supercharger into a full 386 co-computer 

■ Runs at 16 MHz on a pure 386 chip set 

■ Comes with 1 Meg of RAM expandable to 4 Meg - full EMS support 

■ Contains true expasnsion slots - accepts ANY expansion card 

■ Provision for an 80386 co-processor 

■ Plugs into existing V30 socket with no soldering required. 


• BUILT IN BUS FOR FUTURE EXPANSION 

• SEPERATE 5V DC SUPPLY 

• INSTALLATION MANUAL 

• 12 MONTH WARRANTY 

• SHIELDED ABS CASE (FCC CLASS A CERT.) 

• ONLY 6.25 X 7.25 X 2.25 IN. 


TRUE MULTI -TASKING 

Connect several superchargers together to 
run different programs concurrently 

TOOLBOX 

Programming interface to allow 
programmers to develop their own 
background tasks. 


HOT KEY 

Allows TOS/DOS switching without 
rebooting. 

LAUNCHER 

Execute DOS programs directly from 
your TOS window. 


Supercharger - Only 

$450 

VI.4 Upgrade Kit-$19.95 
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Secrets of 
the 1027 
Printer 


The primary mandate for my 
involvement with Current Notes was 
to present as much information as 
possible on 8-bit hardware, main¬ 
tenance, and performance im¬ 
provements that, hopefully, will 
allow us 8-bit fans to keep going 
long after the 16-bitters have bur¬ 
ned themselves out. Along the way, 

I have gotten distracted from my 
purpose by issues arising in the 
8-bit marketplace. As a represen¬ 
tative voice in the 8-bit community 
it’s kind of hard to ignore what’s 
happening Out There, and in any 
event, it finally dawned on me we 
can’t keep those old 8-bits hum¬ 
ming without support from, and 
knowledge of, the marketplace. So 
now I reckon The Alchemist has two 
mandates. But before I launch into 
this month’s dissertations on Twi¬ 
light Sources and 1027 printers, an 
acknowledgment is in order. 

Logo Kudo 

The Alchemist owes a big 
thanks to Jim Dupree for the nifty 
logo design for this column. Artsy- 
type stuff is not the Alchemist’s 
forte, but Jim demonstrated a touch 
of the alchemist’s art by “transmut¬ 
ing” my rough sketches into the 
impressive presentation at the top 
of this page. Hmmmmm.... good 
thing I didn’t tell him my sketches 
were sprinkled with Floobydust. 
Regular readers might recall Jim’s 
participation in grass-roots efforts 


to fight drug abuse and rehabilitate 
his particular corner of inner-city 
Baltimore, and the support he 
received through CurrentNotes. 
Obviously, a man of multiple 
talents, Jim is a pretty fair graphics 
artist as well. Thanks again, Jim! 

Newsbytes 

I receive a periodic flyer from a 
surplus electronics outfit called 
Star-Tronics (P.O. Box 683, 520 E. 
4th St., McMinnville, Oregon 
97128). Operated by a colorful fel¬ 
low named Bruce Stellar, the flyer is 
interesting not only for its incredible 
deals on surplus electronic com¬ 
ponents, but also for the little bits of 
humor and wisdom ole’ Bruce tucks 
away in odd corners of his ads. 
Anyway, his catalog W (November 
1990) offered Atari 800 replacement 
keyboards brand new for five bucks 
($5.00), catalog # W170. Give the 
man a call at 503-472-9716 if this 
sounds like a deal you can’t refuse. 
A sample of wit from the Star- 
Tronics flyer: “Some minds are like 
concrete: all mixed up and com¬ 
pletely set.” Sounds like Bruce 
might once have worked at Atari. 

Twilight Sources 

The Alchemist is most grateful 
to readers who wrote to tell of 8-bit 
sources I missed the first time 
around. 

BELLCOM. P.O. Box 1043, 
Peterborough, Ontario, Canada 


K9J7A5. Described as having the 
largest selection of PD software 
available anywhere. Prices are 
quoted in U.S. dollars, $3.50 for 
single-sided and $3.95 for double¬ 
sided disks, with volume discounts 
and a flat fee shipping charge of 
$3.50. Their 1990 catalog was 40 
pages, with a mid-year supplement 
of 10 pages. Definitely worth a 
postcard. 

COMPSULT. P.O. Box 5160 
San Luis Obispo CA 93403-5160 
Toll-free order line 1-800-676- 
6616, inquiries to 805-544-6616. 
Operated by Brent Dill, this place 
specializes in closeout items for all 
brands of computers. The catalog 
listing is 16 pages, with 3 pages of 
Atari stuff. Atari items of interest 
include ST and 8-bit software, 
2600/7800 videogame carts, 400/ 
800 circuit boards and parts, and 
service manuals/schematics for 
most ST and 8-bit models. Credit 
cards accepted, $25 minimum 
order. 

Secrets of the 1027 

It was the 1027 printer that 
drew this Alchemist into the world 
of Atari. Seven years ago I came 
close to buying a Commodore, but 
I was bummed out by the 
appearance of 7- or 9-pin dot¬ 
matrix printing that seemed the only 
thing available for the C-64. When I 
saw the typewriter-like, true letter- 
quality output of the 1027, I was 
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instantly hooked. I own two 1027’s 
and used them heavily for about 
five years; my Mom now uses one 
of them in her system. Even after 
thousands of pages of print, these 
slow, spindly, clattering machines 
continue to churn out 12-pitch 
typewriter font. There is no reason a 
1027 couldn’t continue on forever, 
except that a pall of doom hangs 
over it. I’ll go into this in greater 
detail later, but the sad fact is that 
no matter how well preserved your 
1027 is, its days are numbered. In 
the meantime, however, you can 
still get a lot of use from that old 
printer. 

The Launa Mystery 

Every 1027 came with a little 
plastic bottle of oil bearing a silver 
label with the cryptic words 
“LAUNA FOR 1027” on it. Of 
course, you knew it was oil, but to 
this day The Alchemist still doesn’t 
know what “launa” is; even the 
Wizards and Warlocks have failed 
me. (Sounds like a nice name for a 
girl, though.) 

The pathetic excuse for a 
manual that was furnished with the 
1027 admonished the user to occa¬ 
sionally use the oil to lubricate the 
gears under the access cover. 
Good enough advice, I suppose. 
Except that after a year or two of 
heavy use your 1027 would freeze 
up, run amuck, print gibberish, and 
generally cease to function if you 
failed to oil it, or if you only oiled it 
according to the instructions. No 
matter, most people I’ve seen with 
1027 problems had long ago lost 
the little oil bottle anyway. I would 
guess 50% of all 1027 failures are 
due to improper lubrication. The fix 
is easy and doesn’t require a Ph.D. 

Lube Job 

A 1027 will go berserk when the 
bars that support the print head 
become dry, corroded, or con¬ 
taminated with dust and paper lint. 
(I have dust covers for all my prin¬ 
ters and use them religiously.) The 
print head gets hung up on the bar 
and then does a bizarre suicide 


ritual trying to obey the ongoing 
stream of commands fed to it from 
the computer. The 1027 is a rather 
“dumb” peripheral and doesn’t 
seem to know when it has entered 
a mechanical ERROR state. Just 
about every other printer I have 
used senses mechanical faults and 
sends a FAULT message back to 
the computer, which terminates 
data transmission. But not the 1027. 

The cure is to simply oil the two 
bars that support the print head, 
and also the two bars behind the 
print head that carry the striker. 
These four bars should always be 
clean, shiny, and oily. And, of 
course, it doesn’t hurt to oil the 
gears, too. Avoid touching the bars 
with your fingers, as the acidic 
components of sweat will corrode 
the metal. Remove the top cover of 
the printer to gain full access to the 
bars; do this by removing the four 
deep well screws on the bottom 
and the machine screw located on 
the rear panel between the SIO 
sockets. 

Don’t despair if you lost your 
“launa.” Go to your nearest Radio 
Shack store and buy a tube of 
some stuff they sell called “Lube 
Gel.” And while you’re there, pick 
up a package of wooden-handled 
Q-tips. Lube Gel is a nice micro¬ 
particulate suspension of Teflon in a 
silicone oil base. It stays where you 
put it (doesn’t migrate) and doesn’t 
decompose, dry out, or polymerize 
the way petroleum-based lubri¬ 
cants do. 

Apply the gel sparingly with a 
Q-tip to the bar and rub it in. A thin 
film is all you need. Work the print 
head and striker back and forth on 
their bars to spread the film. In one 
instance, I had to first clean a badly 
corroded bar with ultrafine 0000 
steel wool to remove corrosion 
obstacles before proceeding with 
the lube job. When you’re done, the 
print head and striker should move 
smoothly on their rails in either 
direction with no binding or hol¬ 
dups. This lube job has always 
been a sure cure for an erratic 
1027. 


Sleeping Beauty Syndrome 

Upon acquiring my first 800XL 
with the original version (Rev A) 
AtariWriter ROMcart, I was dis¬ 
mayed to discover that Rev A did 
not contain a software driver for the 
1027. In those days, APX was still a 
going concern, and I purchased 
Gary Furr’s original AtariWriter prin¬ 
ter driver set from APX. There was a 
1027 driver in the package which, at 
first, seemed to work OK. 

But during printouts of long 
documents, the 1027 took naps. At 
unpredictable intervals. And after 
255 seconds, it woke up and con¬ 
tinued printing again. Sometimes it 
“napped” as often as thrice per 
page. Maddening. I put up with this 
for nearly a year, even fired off a 
letter to ANALOG about it. ANALOG 
printed my letter (issue 28) along 
with their utterly useless reply. 

In 1985, while working with 
Gary Furr in beta-testing an Atari- 
Writer printer driver he wrote for the 
Epson LX-8p, I learned that the 
1027’s napping behavior was well 
known as the “Sleeping Beauty 
Syndrome.” It, apparently, arose 
from a bug in the XL OS coupled 
with a misunderstanding between 
Atari and the 1027’s Japanese 
manufacturer (Alps?? Seikosha??) 
that resulted in their placing a 255- 
second timeout in the 1027’s firm¬ 
ware. Gary Furr had written a re¬ 
vised 1027 driver that fixed the bug, 
but APX, apparently, never got 
around to replacing the original 
1027 driver with the revised one on 
the disks they sold. Gary provided 
me with the revised version, and it 
continues to perform flawlessly with 
my 1027 to this day. 

I did encounter a bug when I 
formatted my AtariWriter boot disk 
with SpartaDOS XC2.3e containing 
the 1027 printer driver as an AUTO- 
RUN.SYS file. I sometimes boot up 
these disks without AtariWriter so I 
can use DOS to transfer files. A 
system crash occurred when I 
attempted to load the SpartaDOS 
menu. The cure consisted of hitting 
RESET before typing MENU. This 
simple procedure “dumps” the 
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printer driver into Never-Never 
Land, allowing the menu to load 
properly. 

Fortunately, Atari incorporated 
the fix in a later version of the 
AtariWriter ROMcart: Rev C has a 
built-in 1027 driver that won’t allow 
the printer to sleep on the job. The 
Rev C ROMcart is available from 
the B&C catalog. 

MissingComponent 

Designations 

We Alchemists are compulsive 
types: we hate buying any electrical 
gadget that doesn’t come with 
electrical schematics and hardware 
docs. I have hardware docs on just 
about every component in my sys¬ 
tem (including the XL power sup¬ 
plies—ahem!). As hardware docs 
go, most of the Atari manuals are 
pretty decent, giving explanations 
of circuit functions, disassembly in¬ 
structions, and lists of electronic 
component designations for repair/ 
replacement. 

When Atari released the 1027 
manual, they muffed up. The 
manual fails to include a list of 
discrete semiconductor (transistor) 
designations, although chip identifi¬ 
cations are given. Neither are any 
resistor or capacitor values given, 
not even in the schematic. In true 
Alchemist spirit, I carefully re¬ 
searched the circuit board and 
came up with a list of transistor 
designations and resistor/capacitor 
values (see box). 

A few years ago, The Alchemist 
submitted this information to one of 
the major slicks—can’t recall if it 
was Analog or Antic. They never 
published it. 

Roller Ink 

Every new 1027 came supplied 
with two ink rollers. You could get 
about 50 printed pages from a roller 
before it went dry. Some clever 
folks discovered the rollers could 
be re-inked. Not only did this 
greatly extend the useful life of the 
roller, but quite often the print qua¬ 
lity was improved. Most stamp pad 
inks these days are water-based: 
not the best thing to use. Oil-based 


ink, such as numbering machine 
ink, is better. Oil inks are hard to 
find, but a good office supply outfit 
will usually have it. The Alchemist 
has been re-inking 1027 rollers for 
years, with excellent results. 

Nothing lasts forever, and after 
many re-inkings the original rollers 
eventually wear out. I would esti¬ 
mate I got 1500 pages from an 
original roller. The print wheel gra¬ 
dually wears grooves into the roller; 
as the grooves get deeper the roller 
loses contact with the print wheel. 


Transistor designations and 
resistor/capacitor values for the 
Atari 1027 Printer 
Transistors: 


Q1-Q8 

2SB641 

Q9-Q10 

2SD636 

Q11-Q17 

2SB641 

Q18 

2SD636 

Q19-Q21 

2SC3518 or 2SC3427 

Q22 

2SB983 

Resistors: 

(ohms, 1/4 watt, 5% carbon film) 

R1 

220 

R2 

100K 

R3 

33K 

R4-R11 

10K 

R12 

100K 

R13 

33K 

R14-R17 

22K 

R18-R31 

10K 

R32 

100K 

R33-R34 

10k 

R35-R38 

2.2K 

R39 

0.43 ohm, 1W, metal film 

R40-R42 

100 

R43-R46 

180 

RP1 

10K 

Capacitors: 

Cl 

15,000uF/25V electrolytic 

C2-C5 

10UF/16V electrolytic 

C6-C8 

10uF/16V tantalum 

C9-C12 

.001uF/25V ceramic 

C13 

10UF/16V tantalum 

C14 

.1uF/250V ceramic 

C15 

470UF/16V electrolytic 

CPI 

300nF (double) 


The print grows ever more faint no 
matter how much ink you apply to 
the roller. In 1987 I tossed my worn 
roller into a drawer (alchemists are 
pack rats), clipped on the spare 
roller and printed merrily away. In 
1988 I noticed the telltale grooves 
beginning to appear in the new 
roller, so I decided to order up a 
mess of spares to have on hand 
before that one wore out. At $3.00 


each, B&C had the best price; I 
bought five. 

In late 1988 I replaced my worn 
roller with one of the units I had 
purchased months earlier from 
B&C. To my great annoyance I 
obtained fewer than 100 pages of 
print from this roller before it devel¬ 
oped deep permanent grooves. It 
also desposited inky lint onto the 
print head, resulting in lower-case 
letters such as o, e, and g being 
printed as solid blots; I spent a lot 
of time cleaning the print head with 
a toothbrush. The roller had been in 
service only a couple months. It 
was early 1989 when I opened the 
second package of the spares from 
B&C. This roller performed even 
more poorly than the first. In just a 
couple weeks, with fewer than 25 
pages of print, it was shot. But this 
second roller did more than wear 
out quickly. It self-destructed. The 
consequences of this were truly 
evil. 

Little Specks 

The first time it happened was 
like this: with the second B&C roller 
in the 1027 installed on my desk at 
work, I printed out several copies of 
a memo. Removing the finished 
copies from the machine, I noticed 
they were sprinkled with black 
flecks which I instinctively brushed 
away. Big mistake. The specks 
turned into long black smears that 
instantly ruined my copies and 
soiled my hands. Desperate to fin¬ 
ish my work, I managed to print out 
some more copies with only a few 
specks, which I removed one at a 
time with tweezers. 

During the next few days, as I 
continued to use the printer, the 
black specks appeared in greater 
profusion. Black streaks mysteri¬ 
ously appeared on my desk, my 
chair, my clothing, the carpet in my 
office, as the almost invisible 
specks were rubbed, crushed, or 
walked on. I trashed a shirt. In great 
anguish I pulled the 1027 from my 
system and peered into its innards. 

Like so many grains of pepper, 
the specks were everywhere. Black 
streaks appeared on the upper 
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white plastic case wherever my 
fingers touched it. My 1027 was a 
mess. I operated the printer and 
watched it run. As the print head 
spun the roller, tiny bits of the 
spongy ink-soaked roller material 
were flung off in every direction. I 
couldn’t believe it. I removed the 
roller and gently scratched it with 
my pinkie fingernail. With almost no 
effort a big swatch of spongy black 
mess migrated from the roller to the 
end of my finger. 

The roller was disintegrating. 
The flecks were spread on paper 
removed from the printer. Some¬ 
times the flecks fell off the paper 
upon removal from the printer, or 
the paper bearing the specks came 
into contact with other objects. The 
tiny particles could lie dormant for a 
long time and still deliver their nasty 
load of indelible ink upon physical 
contact months later. 

Defective Roller Saga 

Mystery solved, I spent hours 
cleaning the printer and everything 
in its vicinity. Q-tips, alcohol, and 
409 cleaner did the job. I installed a 
fresh roller. Thank goodness, it was 
OK. For a few days. Then the mess 
started up all over again. I tried a 
fourth roller. It also disintegrated. 
My colleagues at work got used to 
seeing me clean my printer. They 
also heard some novel expletives. 
All the spare rollers I had purchased 
were defective. 

It was too much. I called B&C 
to explain my problem and received 
a now-familiar response: “We’ve 
sold hundreds of these (fill in the 
blank) items, and you are the only 
one who ever complained.” Check¬ 
ing my frustration, I pressed my 
case. A more mature voice came 
on the line and said, well yes, 
actually there HAD been a few 
complaints about those rollers. B&C 
offered to exchange the defectives 
for new ones. Were the new ones 
from the same batch as the defec¬ 
tives? Yep. Nix to that. B&C offered 
to refund my money on the one 
remaining roller. Two dollars in 
postage to ship a 3-dollar item 
from Pennsylvania to California for 


a refund. Nice gesture, but it was 
time to tuck my tail between my 
legs and accept defeat. It was 
absurd, some weird kind of dream. 

Despondent, I called Atari cus¬ 
tomer sen/ice, got hold of a cheer¬ 
ful-sounding fellow and mentioned 
I had problems with 1027 ink rollers. 
The response was instant: “Oh 
yeah, they come to pieces, right? 
We had a bad batch. Be glad to 
replace them for you, no charge. 
How many you need?” So! Atari 
knew all about it! Free replace¬ 
ments! Atari on my side! Hot dang, 
things were looking up. 

A week later a package from 
Atari arrived. Five new 1027 rollers. I 
tried one. It worked great, for three 
weeks, and then it disintegrated. I 
ran out of expletives and fell back 
to primal screams. Atari’s replace¬ 
ments were all defective. 

Apparently, B&C and Atari (and 
everybody else who sold these 
things) all obtained product from 
the same supplier (whoever that 
was). In rollers sold to the replace¬ 
ment market, the manufacturer 
changed the formulation of the 
absorbent material that holds the 
ink. Replacement units have slightly 
different packaging, and the absor¬ 
bent material is of a coarser texture 
compared to rollers originally pro¬ 
vided with new 1027’s. The new 
absorbent is chemically incompat¬ 
ible with some component of the 
ink, and chemical degradation of 
the spongy material occurs in 
storage. The Alchemist verified this 
theory over a period of months: the 
longer the rollers are stored, the 
lousier they are. They decompose 
right in the package. 

If you are suspicious of a roller, 
try the fingernail test. If you can 
easily scoop out a wad of inky 
absorbent, it’s defective. The ori¬ 
ginal rollers were made of very 
resilient microcell foam rubber. 
Tearing or scraping one of those 
with a fingernail requires a deter¬ 
mined effort. Another characteristic 
of defective rollers is their lack of 
resilience. The absorbent com¬ 
presses easily, doesn’t “bounce 


back”, develops grooves within a 
few days or weeks of use, and 
causes letters with circular shapes 
to print as solid blots. I fired off a 
letter to Analog about it. But Analog 
had problems of its own. 

Whither 1027? 

Nine months after Atari shipped 
my defective rollers, Atari an¬ 
nounced its decision to withdraw 
from the 8-bit market. It is possible 
during that period Atari received 
another lot of good rollers (but 
somehow I doubt it). Having gone 
through ten defectives in one year I 
got fed up with replacements and 
turned my attention to reviving the 
used ones I had squirreled away. 

After many experiments (and 
much failure), I hit upon a scheme 
that will further extend the life of an 
original roller. On the portion of the 
roller hood that faces the print 
wheel is a small lip that runs the 
width of the hood. Removal of the 
lip, plus an extra millimeter of plas¬ 
tic, permits the roller to settle down 
further and maintain contact with 
the print wheel. A sharp X-Acto 
knife will do the job. Placing several 
layers of vinyl tape on the back side 
of the hood will further increase the 
tension of the roller against the print 
wheel. 

These are last-ditch efforts. 
Eventually, the grooves will wear so 
deep no amount of pressure will 
suffice to keep the roller in contact 
with the print wheel. On that day 
my 1027 will become worthless 
junk. So will yours. If you discarded 
the original rollers when they ran 
dry, you have probably already 
written the death warrant for your 
1027. Unless somebody comes up 
with a reliable replacement roller, 
the 1027 is a doomed piece of 
hardware. A real pity, it’s such a 
nice little printer. Just sold by the 
wrong company. 


MAIL: Ben Poehland, CN 8-Bit Editor, 

179 Sproul Rd./Rt. 352, Frazer, PA 19355 
GEnie: B.POEHLAND 

Internet: 

poehland%phvax.dnet@smithkline.com 
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Author’s Note 

THIS IS NOT AN ARTICLE JUST 
ABOUT THE 68030. I have given a 
GREAT deal of information about 
the ST, in general, that I feel an 
owner will be interested in, and it’ll 
improve your knowledge of your ST 
to read it, even if you could not 
care less about the 68030. 

Editor’s Note 

[The amout of information in 
this “article” is, in fact, too much to 
fit into the space available in a sin¬ 
gle CN issue. I have divided it, 
therefore, into several parts. This 
first part covers the details of video 
scanning. Later parts will discuss 
video memory, its impact on the 
CPU, and the 68030 solution. -JW] 

Introduction 

It’s been a long time coming, 
hasn’t it? But it’s finally here! We’re 
taking orders for our supercharged 
68030 accelerator, called the SST, a 
product that will enable you to blow 
most computers into the weeds 
with your humble ST. (How fast? 
Get this: The ONLY computer Apple 
sells that’s faster is their $10,000 
Mac llfx.) And we’ve set the price 
where most people can afford it, 
which is not something other com¬ 
puter companies are noted for. 

A tad of history: In December 
1989 I held an on-line conference 
on GEnie to discuss whether or not 
I should do a 68030 accelerator 
board for the ST; the consensus 
was, “YES!” 

Now look, this is market-testing 
for us. Some computer manufac¬ 
turers approach the market by say¬ 
ing, “We are going to build Product 
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68030 SST Accelerator and 
Lots About The ST, Part 1 

by David Small, (01991, All Rights Reserved 


Z, then try to convince you to buy 
it.” At Gadgets, we have another 
approach; we ask FIRST if you’d 
like a product, and if so, we go for 
it. For instance, I held an online 
conference asking if anyone want¬ 
ed a 128K ROM Mac emulator, and 
was really surprised by how many 
“Yes!” replies there were; that led 
directly to Spectre 128 and Spectre 
GCR. The decision was largely 
made that very night. 

There were some unexpected 
snags in the development process; 
our original board designer, Jim 
Allen, and ourselves parted ways in 
June. We then went to George 
Richardson, who had designed 
MegaTalk for us, and he worked so 
fast that we showed the final 68030 
board design at the WAACE show 
last fall. That is superb for a hard¬ 
ware R&D project. Now we’re 
ramping up into the “build ’em, 
Danno” phase; it’s just a million 
little details to get done (what con¬ 
nectors to use, what supply house 
gives the best price and credit 
terms, and so forth). My wife 
Sandy, “Predator III” when it comes 
to Raving Idiot Chip Supply places, 
handles that. 

We’ve sent out a newsletter to 
Gadgets customers (primarily GCR 
owners) announcing the “SST,” as 
we call the board, and our FAX 
machine and mail have been flood¬ 
ed. I don’t know about you, but I 
feel the faintest twinge of anxiety at 
getting a stack of mail two feet high 
every day—and that’s been going 
on for a couple weeks now, what 
with orders for Spectre 3.0, Mega- 
Talk, and SST. It takes hours just to 
open the day’s mail, and every 
morning, the floor is littered with 
FAXes from Europe (where it was 
daytime during our night) and the 
FAX tray overflowed. I hate to tell 
you what it’s like having an inch- 
thick stack of FAXes. 


It makes me feel that the ST 
isn’t as dead as the doom-and- 
gloomers think, for many people 
are willing to shell out the money to 
make their ST fly fast If they were 
tossing their ST in a closet, we 
wouldn’t be seeing orders; nor 
would we see orders if they were 
buying an IBM clone or an Amiga. 
(As for buying a Mac, grin, I think 
we have that covered with GCR.) 

And we’ve just run some 
benchmarks in which an ST simply 
wasted a Mac llci—the second 
highest performance Mac that there 
is. The only things Apple has faster 
than an Atari ST equipped with a 
GCR and 33 Mhz SST, according to 
the Mac “Speedometer” bench¬ 
mark, are a Mac llfx (40 Mhz and 
around $10,000), and their Cray 
computer (grin). 

Yes, we feel a little stunned at 
the intensity of the response, but to 
borrow a term from the past, it 
appears there is a large silent 
majority of ST owners who feel that 
their machine is perfectly fine, thank 
you, and just want to keep it up to 
date in speed and memory size 
(which add up to capabilities). I saw 
a similar reaction to the “No Gloom 
Zone” article, and I frankly think 
many of the Atari Pundits claiming 
doom are flat wrong. 

Want to Hear More? 

I thought you might be inter¬ 
ested in how the board works and 
why we designed it the way we did, 
and that’s what this article is about. 
It’s a “look behind the scenes” at 
how we think here at Gadgets. 

Want to Learn More? 

Let me be clear on one thing. 
This is not intended as a review or a 
sales pitch! I’m going to talk about 
a whole bunch of stuff that is useful 
to know for ANY computer, and for 
the Atari in particular. Only after I’ve 
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laid that groundwork can I talk 
about why the SST runs so fast- 
-and by that time, you’re going to 
know some darn useful stuff. Sound 
like a deal? I’ll feel good if you 
come away from this article feeling 
that you know a little more about 
your Atari. 

First, I’d like to tell you why the 
Atari is sort of slow by today’s 
standards (certainly it was a screa¬ 
mer by 1985 standards, when it 
came out, but computers have 
sped up relentlessly in the last six 
years). This directly affects our 
design, because we have to over¬ 
come that slowness to get raw 
speed. Then, I’ll tell you a bit more 
about the SST and its abilities. 
Finally, depending on how much 
Sandy lets me say, I’ll tell you a few 
dreams I have for this board, for we 
certainly are not done yeti! 

The Least-Known Secret of 
Computers: Video Is a Bitch 

Imagine turning on your ST. In a 
bit the “desktop” pops up, and the 


machine sits there showing it to 
you. Since nothing appears to be 
happening, most people think the 
machine is not doing anything. 

This is just illusion. In reality, the 
machine is working its heart out- 
-and if anything goes wrong with 
that full-out effort, your machine 
crashes (the “bombs” on the 
screen, or “locks up” where the 
machine freezes). 

What you are seeing in that 
screen is something close to a 
miracle, and I’d like to tell you why. 

The Big Picture 

Let’s take a monochrome dis¬ 
play because that’s easiest to 
explain. The part of the picture tube 
of the monitor TV that you can see 
is plain old glass with a weird 
material (“phosphor”) painted on its 
inside, the side facing you. Phos¬ 
phor has a strange property: If you 
shoot electrons at it, it glows while 
the electrons are hitting it. When 
the electrons cut off, so does the 
phosphor, and pretty fast—about 


1/30th of a second, but that number 
varies. If you’ll think of radar dis¬ 
plays you’ve seen on TV or movies, 
with a circular line sweeping 
around, and where a “dot” is paint¬ 
ed onscreen and fades, well, that’s 
a perfect example of a phosphor 
fading, which needs to be repainted 
now and then. 

There’s also an “electron gun” 
at the back of the picture tube. As 
you would imagine, it fires elec¬ 
trons! It’s in the skinny back part of 
the TV tube: yes, the ST monitor 
looks inside like any TV picture 
tube, with a skinny back and a wide 
front, like a champagne glass on its 
side. 

Break for Trivia: In order to fire 
electrons, we use very very high 
electrical pressure (called “volt¬ 
age”). This is generated by a “fly¬ 
back transformer,” which is that 
very high, irritating whine you 
sometimes hear from TV’s or com¬ 
puter monitors. The best hacker 
that ever was, Nikola Tesla, invent¬ 
ed the principles of that trans- 
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former; Tesla lives on in every TV 
and monitor today. 

The Dot 

Back to business. Now, let’s 
create a computer picture (display) 
with this setup. We set up some 
things to allow you to aim the elec¬ 
tron beam coming out the electron 
gun (“deflection plates”), and we 
point the beam at the upper left 
hand corner of the display. We kick 
on the beam, and wow!, you’ve got 
exact/y one tiny glowing dot at the 
upper left hand corner of the 
screen. It is the size of the tiniest 
dot you have ever seen on an ST 
display. That beam is tiny! 

Well, that’s something, true, but 
no one is going to buy it (“The Dot 
Computer,” I can just see it). So, 
let’s tell the deflection plates to 
move that dot to the right. You see 
the dot “sweeping” across the pic¬ 
ture tube in front of you; eventually 
it reaches the right hand edge. As 
the dot goes by, the phosphor 
lights up, then it fades away as the 
dot moves on. Okay, that’s cool. 
We reach the right edge; we have 
just painted a “scan line,” which is 
just one horizontal line. 

Now, let’s kick off the electron 
gun; the dot disappears. Move the 
aiming point back to the left side, 
with the electron gun off (so we 
don’t paint junk on the screen while 
it moves back), move the aim one 
row down, (oh, about 1/32 inch?), 
turn the gun back on, and sweep 
across again for another scan line. 

The time the beam is off, as the 
gun goes from right back to left 
invisibly, is called “Horizontal 
Blank,” by the way. You can im¬ 
press people that you’re a techno¬ 
whiz if you’ll just use some of the 
words I’m telling you about at com¬ 
puter group meetings. (Don’t laugh, 
consultants do it all the time for 
money. Hmmm, come to think of it, 
I’m a consultant!) 

So, we have swept the beam 
across the display, left to right, and 
returned it to the left one line down. 
Continue this for 400 lines! At the 
end of the 400th line, we’re at the 


bottom right of the display. We’ve 
just done one “screen refresh”; in 
other words, we’ve “painted” the 
entire surface of the TV screen with 
the electron beam. Now remember, 
and this is important—that screen 
doesn’t stay painted, it just briefly 
lights up as the electron beam 
forces the phosphor to glow. (In¬ 
cidentally, no, the phosphor glow¬ 
ing is not radioactive nor dangerous 
to you.) 

To complete the process, we 
turn the gun off, point it to the 
upper left top of the screen where 
we started, and start all over. The 
process of returning to the top is 
called “Vertical Blank” (VBL). Pro¬ 
grammers use VBL all the time. 

On a monochrome monitor, it 
takes right around 1/70th of a 
second to do this entire process. 
This may not seem like much to 
you, but let’s think about what just 
happened. Let’s arbitrarily say the 
display is a foot wide (that’s close 
enough). There are 400 “scan 
lines,” so we just “painted” 400 feet 
with that electron beam in 1 /70th of 
a second! 

Well, all we have to show for 
our efforts is a screen that briefly 
lights up, as every location on it is 
hit by the electron beam. It lights up 
for only a small fraction of a 
second. Well, Woof! (That’s com¬ 
puter slang for, “Big Deal. 
Hmmmph.”) We want information 
on the screen, not just a quick flash 
of white screen! 

Varying the Dot: A Picture! 

To get information out there, we 
vary the strength of the electron 
beam. To get a “black” dot, we 
crank it down; to get a lit-up white 
dot, we turn it up to full power. The 
people who designed the ST arbi¬ 
trarily decided there would be 640 
places to turn the beam on or off 
on each “scan line” going across; 
those places are called “pixels.” 
You’ve seen a pixel; it’s an indivi¬ 
dual dot on the computer screen, 
very small. 

Now if you look very closely at 
your monitor, you will see that 


everything on there is created out 
of these small dots! The “icons” are 
just patterns of dots; the “back¬ 
ground grey” of the desktop is just 
a pattern of on-and-off dots, and 
so forth. If your monitor is a little out 
of tune and fuzzy, it’ll be harder to 
see; try a “painting” program, draw 
a narrow diagonal line, and you will 
easily see the “stair steps” or “jag- 
gies” as the line climbs from one 
scan line to another. 

Now’s where it starts getting 
absolutely incredible. As it turns 
out, monitors will handle sweeping 
the beam back and forth and down, 
then up, all by themselves, without 
a computer, something like a TV not 
tuned to any channel. They’re pretty 
relentless about it. But folks, the 
information to turn the beam on and 
off, to actually “paint” a screen with 
information on it, has to come from 
somewhere—and that somewhere 
is the computer. In 1/70th of a 
second, it has to tell the TV to turn 
the electron gun (and beam) on or 
off 640 times per line for 400 lines, 
or 256,000 individual decisions in 
just 1 /70th of a second! That’s 
cooking FAST. In terms of decisions 
per second, that’s 256,000 X 70, or 
17,920,000. Seventeen million deci¬ 
sions per second! 

As my wife Sandy will tell you, 
getting two decisions per day out of 
me is doing pretty well... 

You’ve seen an overview of this 
and not known it; think of when you 
turn on your ST. You click on the 
computer, and the monitor is told to 
“start going”; it mindlessly sweeps 
that electron gun through its pat¬ 
tern, over and over, without the 
computer telling it to vary the 
beam’s strength. So you end up 
with a white screen! (In fact, if your 
ST ever fails to start up properly, 
which happens, you’ll often be left 
looking at a boring white screen... 
I’ve seen it many times.) Then, 
when the ST knows what sort of 
picture it wants to display, and the 
video circuits start waking up and 
talking to the monitor, the monitor 
actually displays a picture (the 
desktop); that’s the point when the 
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electron gun starts spitting out 
varying levels of beam, to make the 
picture on the screen. 

...Than to Fade Away ... 

(If you’re puzzled by that last 
heading, it’s from the song “Rust 
Never Sleeps,” by Neil Young, 
(“better to burn out than to fade 
away”), and Neil is my program¬ 
ming music. Remind me to tell you 
THAT story sometime!) 

Well, let’s say the ST does 
manage to vary that electron beam 
in amazing synchronization with 
where the monitor has put it, and 
we actually paint a desktop picture, 
icons and all, one line at a time, 
with that one tiny little dot. It isn’t 
enough. That phosphor on the 
screen is determined to fade away, 
too. So this painting process of 
tracing the screen with the electron 
beam, over and over and over, 
goes on continuously by sheer 
necessity. If it ever stops, your pic¬ 
ture snaps out and the monitor 
goes dark in 1/70th of a second. 


Optional Lab Experiment: To 
see how fast the phosphor goes 
away, just pull the monitor plug out 
of your ST while it is running. Zap, 
the picture is gone. Pretty fast, 
huh? 

Hence, you see, the entire 
screen isn’t sprayed out at once by 
that electron gun at the back of the 
picture tube. Rather, the tiny elec¬ 
tron dot is swept left to right, 400 
times, working its way down the 
screen, with varying intensity, to 
paint the picture. 

One reason you don’t perceive 
the image as being made of dots is 
that two lit-up monochrome dots 
tend to blur together, and a whole 
row of them blur nicely into a “line.” 
You’ll have to look very carefully at 
your monitor to distinguish individ¬ 
ual dots. 

Okay, we showed that we 
“paint” 400 feet with each single 
complete “refresh” of the screen. In 
1 second, we’ve painted 70 total 
screens, or 28,000 feet: call it five 
miles. Let’s say you sit down and 


work on the computer an hour. No 
big deal, right? (We’ve all done 
THAT many times). Your busy little 
electron gun has just painted 
19,000 miles (I!) in that hour. 

If you’ve had your ST on for any 
long-session length of time, you 
have easily painted the distance 
from the Earth to the Moon. Some 
day I’ve promised myself to calcu¬ 
late given a certain estimated num¬ 
ber of PC’s in the country and an 
average on-time, whether or not 
the electron beams have traced 
light-years of distance; if you feel 
like giving it a shot, I would be very 
interested in hearing from you. 

Many Other Terms & Trivia 

I’ve left out some things in the 
interests of getting the basic idea of 
video scanning across that you 
might be interested in. You’ll see 
the terms I talk about here very 
often in ads and in computer arti¬ 
cles written by people who assume 
you already know this stuff. 

(Continued on page 56.) 
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STARTING 

BLOCK 

by Richard Gunter 


HotWiring Your ST: 
A Tutorial 


I’ve never really become an icon per¬ 
son, even after two years with my ST. For 
instance, I always set the “View” option on 
my desktop files to “Show as Text.” In 
HotWire from CodeHead, I found my kind 
of desktop alternative. 

What It Is 

HotWire's approach is completely dif¬ 
ferent from Neodesk and its kin. It’s a 
generalized menu utility with more bells 
and whistles than you can shake a stick at. 
More precisely, it’s a menu-oriented shell 
for launching your applications. 

With HotWire, you construct a family 
of menus that allow you to run nearly all of 
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your applications with a keystroke or a mouse click. 


The big deal is that you build the menus and tailor 
them to your needs. You don’t have to be a program¬ 
mer or a rocket scientist for that. Nor do you have to 
worry about nine zillion little icons. 

Touring a Menu 

Let’s take a nickel tour of the HotWire screen and 
my main menu (illustrated on this page) to get a feel 
for how this works. 

The top line is a standard GEM menu bar. The 
Desk menu provides access to Desk Accessories; 
remaining dropdown menus control HotWire’s menu 
maintenance functions and options. 

At the bottom of the screen are 11 icons which 
operate as mouse buttons. All have keyboard equiva¬ 
lents (the function keys and [Return]). From left, the 
first two buttons govern loading and saving HotWire 
menus from disk. The third prints the current menu. 
The curved arrow and zap buttons are for editing the 
current menu, and the trash can erases it. The running 
man button allows you to run any program, whether 
it’s on the current menu or not. The stylized head 
displays an info box, which contains some useful 
information about current status. 

MultiDesk and MaxiFiJe buttons activate built-in 
interfaces with these two CodeHead products (if you 
have them). The EXIT button exits to the desktop, 
although HotWire remains loaded and running. When 
HotWire is installed from the AUTO folder, the only 
way to deactivate it entirely is to reboot the system. 


The large rectangle is the menu area, which 
contains 54 slots arranged in three columns. Each slot 
may contain a character string (heading) or it may 
represent a program. I use headings to break up my 
menus into sections, with simple visual cues to remind 
myself of which is what. My headings are all centered, 
and most are inverted; thus, MAIN MENU, COMMUNI¬ 
CATIONS, etc. are just descriptive text. 

The rest of the items in the menu are 
active; i.e, they cause something to happen. 

Take a look at the Flash entry, for instance. 

To the right of the title is a lazy-T arrange¬ 
ment of tiny boxes and the letter F. That’s a 
reminder of the hot key I’ve chosen for Flash. 

The tiny boxes correspond to [Control], Left [Shift], 
[Alternate], and Right [Shift] keys. The boxes are 
arranged to suggest the relative location of these keys 
on the keyboard. 

To run Flash, I either left-click on its ■ A 
entry or simply press the letter F on the Ml ft 
keyboard. Similarly, to run ARCSheii, the key PP M 
combination is [Control]+A. The hot keys ■ ■ ■ 
work even if I exit to the desktop for some reason. 

Notice that a few entries lack a hot key information 
display. This just means that 1 didn’t bother to define a 
key combination for that program; the only way to run 
one of these from HotWire is to left-click on its menu 
entry. 
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A Little Fancy Stuff 

The heading at the bottom center of my menu, 
Other Menus, indicates an entry that loads another 
menu having its own key definitions. This capability 
comes in really handy if you have a lot of applications, 
or just want to isolate some functions to keep your 
main menu from getting too cluttered. 

Just above the center of the menu area under the 
PRODUCTIVITY heading, is an entry for V/P Profes¬ 
sional, followed immediately by an entry for Phasar. 
The leftmost character of the VIP title is an arrow 
pointing down, and the Phasar title starts with an * 
These symbols are associated with another advanced 
feature, which allows me to run multiple programs in 
succession with a single keystroke. 

If I press V, the spreadsheet program runs, as you 
would expect. When I exit from the spreadsheet 
program, HotWire automatically runs Phasar. The 
chain ends at that point, so when I exit from Phasar, 
the HotWire menu reappears. 

We’ve now explored the HotWire screen and seen 
how easy it is to use a menu. Now let’s install HotWire 
and build a menu. 

Installing HotWire 

You’ll have to run a registration program before 
doing anything else; the HotWire manual describes the 
procedure. After that, just copy the HotWire program to 
your AUTO folder. HotWire Version 2.3 requires about 
89KB of RAM; 90780 bytes to be exact. It seems pretty 
tolerant about its placement (run order) in the AUTO 
folder; I placed it after some other programs that need 
to run early and just before U/SIII. 

You can use HotWire on floppy disks, but like most 
applications, it really sings on a hard drive. I use it on a 
few floppies as a game selector. The rest of this 
discussion assumes you’re using a hard drive. Dif¬ 
ferences for a floppy system should be obvious. 

Configuring HotWire 

With HotWire installed in your AUTO folder, reboot 
the system. HotWire will display a message when it 
runs. After everything in the AUTO folder runs and the 
accessories are loaded, HotWire should present you 
with an empty menu, as shown at the top of this page. 
If it didn’t, just right-click the mouse in an empty area 
of the desktop, or press [Alternate]+[Help]. 

I recommend creating a folder for your menus. The 
folder can be anywhere, but I suggest putting it on 
drive C: (the boot partition). You can exit to the 
desktop to create the folder, or use an accessory like 
U/S III. You don’t really need a separate folder, but it’ll 
make life easier as your menu family grows. 



Returning to the HotWire display, use the mouse 
pointer to open (drop) the Options menu; the options 
we’re interested in at the moment are Autostart and 
Warnings. Make sure these are selected, i.e., there 
should be a check symbol next to each. Also make 
sure that Ledgering and External Ledgering are turned 
off (no check); we don’t want these for now. Remain¬ 
ing options can be left as they are. 

Autostart will cause your menu to appear after 
system boot is completed, and Warnings will let you 
know if you’re about to lose some menu changes— 
handy while you’re getting used to HotWire. 

Next, open the Configure menu. The option we’re 
interested in is System Paths. Click on this and you get 
a dialog box display. Click on (i.e., select) the first 
button to specify the path for .HOT files (menus), and 
use the file selector to open your menu folder. Then 
click on the file selector’s OK button. If you use 
MaxiFUe or MuitiDesk, you can specify their paths with 
this dialog box also. For each, use the file selector to 
open the appropriate folder and select the program. 

Return to the Configure menu and select Save 
Configuration; your options will be saved in the 
HotWire program itself. 

NOTE: Autostart/Warnings options are not saved in 
the HotWire program; rather, they’re saved as part of 
each menu. We’re simply setting them now so as not 
to forget. 

Building a Menu 

Left-click on one of the empty entries in the menu 
area. You’ll immediately get a file selector box, and 
your first task is to select a program. The program can 
be in any folder anywhere on the disk; just find it as 
you normally would and select it, then click on the file 
selector’s OK button. Now, HotWire knows which 
program you want associated with the menu entry. 

Immediately after the file selector box closes, 
HotWire displays its Options box (shown on the next 
page), a complicated-looking dialog box which lets 
you set up a number of options pertaining to the 
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application. In the 
illustration, I’ve selec¬ 
ted Flash, whose file 
name appears at the 
very top of the dialog 
box. You should use 
some GEM application 
if you’re following 
along with me. 

There’s a thin ver¬ 
tical cursor positioned 
at the left of the Title 
line, where you can 
enter a descriptive title 
of up to 20 characters. 

If you enter nothing 
here, the program’s file 
name is used as the 
title. 

Since we’re work¬ 
ing on a GEM applica¬ 
tion, the GEM Mode 
button is already highlighted, so leave that section of 
the dialog alone. Just below this area is a place to type 
the letter that you want to use as a hot key for the 
program. Using the mouse, position the cursor in that 
small box (the one after the + sign) and press F or f. All 
letters are forced to upper case. The four buttons to 
the left of the + sign are used to specify the rest of 
your hot key combination. 

The Hot and Documents sections of the dialog 
we’ll skip. 


Now that we’re finished with all the 
options for our first program, just click on 
"OK” or press [Return]. The options dia¬ 
log disappears, and the program’s title is 
displayed on the menu. 

Repeat this process for each pro¬ 
gram you want on the menu. When 
you’ve set up a few entries, save your 
menu and test it as follows. 

Saving and Loading Menus 

When HotWire runs, it looks for a 
menu to load. If you haven’t specified a 
default folder, HotWire will look in the 
root directory of your boot drive (for a 
hard drive, that’s usually C:). What it’s 
looking for is a file named 
HOTWIREO.HOT, and if that one isn’t 
present, it looks for a file named 
HOTWIRE.HOT. 

Save your newly created menu as 
HOTWIREO.HOT in your menu folder. 

Test your new menu by rebooting the system. Did 
your menu appear automatically? If you’re at the 
desktop, press right [Shift]+[Help] or do a right-click 
with the mouse in an empty area. The HotWire screen 
should appear, displaying your menu. To make this 
happen automatically, use the mouse to select Auto¬ 
start from the Options dropdown menu and save the 
menu again. Also check the .HOT paths entry in the 
Configure dropdown menu. 
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The Return Options section lets you specify 
whether HotWire is to display the menu after leaving 
the application, and the meanings of the four buttons 
are pretty obvious. I usually use SAME, which simply 
means that HotWire is to return either to the desktop 
display or to the menu, depending on where I pressed 
the hot key combination for F/ash. 

At the bottom left of the options box are eight 
buttons, most of which I don’t use—the manual 
explains what they’re for. The CLOCK button I do use, 
however, and it’s worth discussing briefly. 

I normally configure HotWire to display the corner 
clock and caps lock indicator, but for some applica¬ 
tions I don’t want the clock on the screen. F/ash, for 
example, has its own clock display, and slide shows 
don’t look too good with a clock flashing in the corner. 
A left-click on the CLOCK option, (making it appear in 
inverse video) will cause the clock to be displayed 
while the application runs. Click on the button again to 
toggle it off and suppress the clock display. Naturally, 
this setting matters only if the clock display is enabled 
(Clock Display in the Options menu). 


TTP Programs 

A TTP (TOS Takes Parameters) program is defined 
to HotWire in the same way as a GEM application. 
However, the options box appears with a slightly 
different set of options highlighted; namely, TOS/TTP 
Mode and Command Line. You can also select the Exit 
Prompt option to force a pause at the end of the 
program. This prevents the last messages from the 
application from disappearing too quickly to read. 

When you run a TTP program from the desktop, 
TOS displays a dialog box that allows you to enter a 
parameter string for the program. The ARC programs 
are good examples of this sort of thing. 

HotWire uses a different parameter box, as shown. 
The command line is wider, and there’s an extra button 
on the left. Yep, you can use the file selector to help 
you build the command line, eliminating the need to 
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remember those pesky paths. You can type all of the 
command line, or part of it, leave any necessary 
spaces, and click on the File Selector button to insert a 
complete pathname for a file. Typing and File Selector 
can be intermingled, and you can edit the command 
line at any time, then run the program by hitting 
[Return] or clicking on "OK”. Nice. 

HotWire remembers the last command line you 
used (for all TTP programs on the current menu), and 
will save this information with the menu. Just remember 
to save before rebooting or loading another menu. 

Headings 

Right-click on a text entry (heading) or empty slot, 
and you’ll get a weird-looking dialog box (shown). It 
has a 20-character field in which 
you type a character string, and a 
section which displays a raft of pos¬ 
sible characters to enter by mouse. 

This dialog allows you to create 
separators and headings for sec¬ 
tions of your menu. Text can be 
justified, centered, and/or displayed 
as inverse characters. 

An empty slot displays as a 
string of hyphens, which I find un¬ 
appealing. When I’m finished with 
building a menu, I usually make the 
empty slots text entries filled with 
blanks. To change a text entry to a program entry or 
vice versa, just Zap it, then create the new entry as 
above. 

Editing a Menu 

You can alter the current menu from the HotWire 
screen. Thus, you can rearrange it and add, delete, or 
alter entries whenever you like. The Zap button is for 
deleting entries. Left-click on Zap and the mouse 
pointer changes to an X-shaped symbol. Left-click on 
an entry you’ve created, and it will be deleted from the 
menu (there’s a “do you really mean it” prompt as a 
safeguard). Left-click on Zap again to return the 
mouse pointer to its normal arrow shape. 

The curved arrow button next to Zap is used for 
rearranging entries on the menu. Click on this one, and 
the mouse pointer changes to a stylized hand. To 
move an entry, place the pointer over it, hold the left 
button down, and drag the entry to its new location. 
Other entries will be moved up to fill the hole. 
Experiment with this option to get the feel of it. 

Right-click on a program entry, and the Options 
dialog is displayed. This works just like it did before, 
and allows you to change anything you like. If you’ve 
moved the program to another folder, you tell HotWire 
about it by clicking on the “Set Path” button to bring up 


the file selector box. It’s not necessary to delete the 
entire entry and start over. 

The File dropdown menu contains options that 
allow you to save/load blocks of contiguous menu 
slots. Usage is pretty straightforward; select the option, 
mark the first and last of a block of entries. A file 
selector box appears to save the block as a file. Alert 
boxes prompt you through the procedure. Loading a 
block is equally simple. Block editing is most useful 
when you’re breaking up a menu into multiple smaller 
ones. 

AutoStarting a Program 

Remember that Autostart selection in HotWire’s 
Options menu? And the AUTO button in the Options 
dialog box? Together these two 
options can be used to make a 
GEM program run automatically. 
Here’s how. 

First, this only works on your 
main menu (HOTWIREO.HOT or 
HOTWIRE.HOT), and only on a sys¬ 
tem boot, which is where you want 
it anyway, right? 

You’ve probably already turned 
on the Autostart option for the 
menu, but check it anyway. Next, 
right-click on the menu entry for 
the program you want to run. Click 
on the AUTO then OK buttons. You’ll get an alert box 
warning that you need to save the menu again. Do so. 

On your next system boot, the application will be 
executed automatically. Only one program can be 
autostarted, but you can use HotWire’s chaining fea¬ 
ture to make a series of programs run automatically. 

Chaining Programs 

Making a chain of programs like my ViP/PHASAR 
combination is simple. First, make sure that all pro¬ 
grams in the chain are contiguous on your menu. 
Right-click on one of them to bring up the Options 
box. Now position the cursor at the extreme left of the 
title and press [Control]+A to insert an up arrow; 
[Control]+B for a downward pointing arrow. Use an * to 
mark the end of the chain. The documentation explains 
all this in detail. 

Run any program in a chain to initiate the whole 
chain or a portion of it. Terminate chain processing by 
pressing right [Shift]+[Undo] as you leave an applica¬ 
tion—you’ll have to act quickly... 

Next time, we’ll explore additional features of 
HotWire, including installed applications and the inter¬ 
face with MaxiFi/e. 


Enter a Heading 
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Online in Offbeat Places 

Over the last several months the Junkyard Pussy¬ 
cat has devoted extra ink to discussing online informa¬ 
tion services. The Pussycat finds these places interest¬ 
ing because he is addicted to scratching around 
among odds and ends of loose recyclable material. 
Information support for users of Atari’s computer pro¬ 
ducts is shrinking as magazines and dealerships dis¬ 
appear. The electronic information media may stave off 
a complete information famine, at least for a while. 

In the Pussycat’s eyes, the online services serve 
four main functions: 1) news, 2) reference, 3) applica¬ 
tions, and 4) socializing. Different services have their 
strengths in different areas. The services also differ in 
the way that they organize their data. The people who 
manage the special interest areas (the “Sysops”) are a 
crucial ingredient because they help set the tone. The 
customers are also important because they provide 
most of the content through their message postings 
and file uploads. 

Delphi 

As Reported under “fare wars” in the October 
Current Notes, General Videotex Corporation has been 
pushing its Delphi service. A special plan named 
“20/20 Advantage” gives the user up to 20 hours per 
month of connect time at a special $20 flat fee. Each 
hour beyond 20 costs $1.20. DELPHI’S standard rates 
are $5.95 for 0 to 1 hours per month and $6 for each 
additional hour. Some users will need to add network 
connect charges to access the service. While $20 
seems like a lot of money, any determined GEnie or 
(especially) CompuServe user can run up bills like that 
with no trouble at all. Delphi has been running full page 
ads in Current Notes since at least May, mainly under 
the theme, "a hard drive is a terrible thing to waste." 

Delphi is a full service information exchange with a 
wide range of products, running the gamut from travel 
information, business services, encyclopedias, online 
games, and shopping to the special interest groups, 
including those for the Atari 8 bits and the Atari ST. The 
services offered by Delphi are nicely described in a 300 
page paperback book entitled “DELPHI The Official 
Guide,” which can be ordered online ($19.95 plus $3 


shipping, with several special deals thrown in). 

Clayton Walnum is the principal sysop, with assis¬ 
tance from Charles Bachand, and Gordie Meyer. DEL¬ 
PHI, like the other online services, does not like to give 
out membership numbers, but there were about thirty 
active message writers on the ST forum in a recent 
week. The ST Report file for 21 December was down¬ 
loaded by about 85 people within 10 days, which is 
about 1/5 to 1/6 the number of downloads reported on 
GEnie, which implies that DELPHI’S ST sig is much 
smaller than GEnie’s. A figure of around 600 might be a 
good guess for the number of people who log on at 
least once per month. 

Message traffic on the 8-bit sig was running at 
about 20 per week recently while the ST Sig was 
managing about 140 messages per week. 

The computer groups all seem to have messaging, 
file retrieval, and realtime conferencing facilities. The 
Atari SIGs do not have any “official” Atari Corporation 
support, which keeps the message traffic down some¬ 
what as the developers and other techies tend to 
conduct their business on GEnie, where Atari 
employees are plentiful. 

Membership on DELPHI plummeted when ANA¬ 
LOG and ST Log ceased publication, but the advertis¬ 
ing campaign and the 20/20 Advantage program have 
led to reasonable increases in membership recently. 

Tangled Threads 

The message areas (or “forums”) resemble those 
on local BBS systems in that they are organized as 
“threads.” Messages are posted chronologically, with 
only a minor attempt to segregate them into topics. 
The threads tend to veer off the track rather quickly, so 
that message labels in a condensed listing of the traffic 
are largely meaningless. DELPHI is not the place to 
look for a coherent report of information on a special¬ 
ized topic, and its utility as a source of reference 
information must, therefore, be judged as minimal. 

Direct queries to knowledgeable users do, how¬ 
ever, get pretty good replies. 

DELPHI permits the use of “handles.” These allow 
users to indulge their fantasies, but they tend to detract 
from a businesslike aura. MADMODIFIER, KAMIKAZE 
ACE, or CLUBOWNER don’t provide much indication of 
the quality of the information being presented. There is, 
however, a nice online membership directory that 
provides further information about those users who 
have chosen to enter their profiles. With such a small 
community, the banter tends to get pretty relaxed. 

DELPHI gets good marks as a place to socialize. 

The File Library 

DELPHI stacks up better in the file arena. A tally of 
files posted between 15 and 30 December revealed 
about 80 new files. These cover the usual range of 
applications, news, and “for sale” announcements. 
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New files reside in the “Recent Arrivals” area until they 
can be assigned to one of the other “databases.” 

These other databases are rigidly compartmental¬ 
ized, so that each must be visited in turn in order to get 
a comprehensive listing. The abbreviated file descrip¬ 
tions are often too terse to be of practical value, and 
the user must look at the more detailed abstracts. 

DELPHI is unusual in that it supports KERMIT as a 
download protocol. The other classics are there, also, 
but Zmodem seems to be the preferred protocol (as it 
is on GEnie) because of its speed and error recovery. It 
took the Pussycat a while to find a good version of the 
Zmodem protocol that could be embedded within 
Flash, but it all seems quite smooth now. 

At the low hourly rates for 20/20 Advantage users it 
appears that files are DELPHI’S strong suit. There are 
several active uploaders who are quite conscientious 
about putting up new material, so that the selection is 
pretty decent. User group librarians may want to check 
this out. 

Conferencing 

Real time conference activity has been weak 
everywhere lately, perhaps because of the holidays, 
perhaps because Atari developers are keeping a low 
profile these days. DELPHI’S online conferences are 
much like those on GEnie, but the low hourly rate is 
something of an advantage here. The drawback is that 
there are fewer “personalities” to stir things up. 

No Aids to Navigation 

DELPHI lacks an equivalent to GEnie’s Aladdin 
program or to CompuServe’s CIM series. This means 
that all business must be transacted on line and text 
captures from mail and messaging must be pruned by 
hand to extract the gold from the dross. This has to be 
viewed as a real drawback. 

The Bottom Line on DELPHI 

In summary, DELPHI is a reasonable alternative 
online information service for someone who is willing to 
spend 20 bucks per month for a good dose of file 
downloading and communication with others in the 
user community. It will not fill all of the needs of a 
serious Atari user because it lacks the solid core of 
technical information that is available on GEnie. The 
spirit, however, is lively and it is possible for an 
ordinary observer to keep up with the message traffic. 
Pido Net for Atarians 

There are several alternative subcultures that allow 
Atari users around the nation to share information 
experience across their telephone lines. At the profes¬ 
sional level we have Usenet and the Internet, which 
deliver newsletters into subscribers’ electronic mail¬ 
boxes on their machines at the office. Hobbyist users 
can get similar benefits from FNet or Fido Net. The 
former is created by Forem ST bulletin board sysops 


who pass message traffic to one another. The Fido Net 
is somewhat similar, but it is dominated by MS-DOS 
systems. 

David Pollette, formerly of Springfield, MA, cur¬ 
rently of Germantown, MD, has set up a nice Fido Net 
node with an Atari flavor. It is called CIBBS, for Creative 
Images Bulletin Board System. Creative Images is a 
collection of small software programs that David auth¬ 
ored before he changed jobs and moved. 

CIBBS echoes Fido Net traffic for several ST 
related message groups, and it is interesting to watch 
people from all over the country chat with one other. A 
quick look through a small sample of the traffic turned 
up some names that were familiar from GEnie and 
DELPHI. 

Try calling 301-916-4462 to register. If enough 
Current Notes users request it we will try to compile a 
list of Fido Net nodes in other parts of the country. 
Right now the Pussycat is looking for a solid FNet node 
that is a local phone call away from Montgomery 
County, MD. 

One problem that exists with all of this is that 
QuickBBS and Forem ST, the BBS software for Fido 
Net and FNet respectively, do not support multiple 
modem lines. Getting onto a popular board becomes, 
therefore, a hit or miss proposition. The outgoing 
message traffic is routed to the next node up the 
ladder about once per day, so there is a fair latency 
between message and reply. 

FanTeksy Island 

For those who really want to share their fantasies 
with others a group named FanTek has opened a 
multiline BBS running Nite Lite software over in Oxon 
Hill, MD. FanTek sponsors two science fiction conven¬ 
tions per year: EveCon around New Year’s Eve, and 
Castle Con around the 4th of July. Their new BBS 
allows them to share their silliness all year round. 

One interesting item is an ongoing “story” that 
everyone is free to add onto. 

FanTek BBS encourages the use of handles, many 
of which are reinforced by the roles their holders play 
when they appear live and in costume at the conven¬ 
tions. Membership in the FanTek BBS is $10 per year. 
They can be reached at 301-203-9582. 

A Bumble by a Baby Bell 

Bell Atlantic’s Intelligate sen/ice, mentioned in the 
December 1990 Current Notes, turns out to be some¬ 
thing that modem users can live without. There are 
simply not enough gateways to allow people to get on 
without a long distance call. Many of the services 
offered are very pricey indeed, costing up to $1 per 
minute. Those that are cheap do not hold much 
interest. National services, such as DELPHI, that are 
available by this route can usually be reached more 
easily in some other way. Enough said. 
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ST TOOLBOX ♦ J. Andrzej Wrotniak 



Play It Again, Joe! 

Digging in for the Winter in Atariland 


Since last October I have received quite a lot of 
mail (at least seven pieces) regarding the “Sad, Sad 
World of PC Clones,” a short article I wrote for the 
1990 WAACE AtariFest program. Some people have 
asked for permission to upload it to local bulletin 
boards (granted, if anyone cares!), some just heard 
about it and asked whether it would be reprinted in 
Current Notes. Well, here we are; our kind Publisher 
decided to run it in this issue (page 42). 

Writing this kind of a story for an Atari-dedicated 
affair is easy. All the readers would know the ST, and if 
you know the ST, you know it is better than any PC 
clone, regardless of how fast the latter may be or how 
much (mostly unusable) memory it may have. In other 
words, it is like writing a story on the superiority of 
Christmas over Easter (to follow a common Polish 
saying). Downhill. 

Since the Fest, I have been using my dreadful PC 
clone at work for another four months. Oh, well, I have 
learned more about Windows 3 and how to work 
around the moronic DOS memory limitations, but the 
statements I have made in the “Sad, Sad World” (as 
understated as they might be) are still valid. 

Digging In 

We do not know how Atari will fare this year. 
Extrapolating their previous performance, one may 
expect anything from very bad to disastrous. The 
market seems to be shrinking and the new models may 
not be able to revive it, if they are not supported by a 
reasonable marketing effort (well, any marketing 
effort!). Should that make us consider switching to 
another machine? Come on! Our STs (to say nothing 
about Mega STEs and TTs, when, and if, they arrive on 
these shores) will be good for years to come! At least 
until someone else gives us a choice better than 
between the PC and Mac. I am digging in. 

Those of our friends and co-enthusiasts who 
decided to switch to PC-clones—good luck! I under¬ 
stand your frustration, but only now you are going to 
feel really miserable. One day you may come back. 
Bring some beer. 

GNUC+-»forthe ST? 

Now, the good news. The Free Software Founda¬ 
tion (FSF, a group of dedicated enthusiasts/profes¬ 
sionals) came up with the ST version of the GNU C++. 
At long last, a modern programming language for our 


machine. And like some other best things in the world 
(let me skip the listing—Joyce would never let it slip 
through into a family magazine), it is free—although a 
reasonable donation will help in keeping the FSF afloat. 

I do not have the compiler yet: downloading of 
three megabytes of files from CompuServe is a serious 
task. The accompanying note says that the system 
requires two megabytes of memory and a hard drive. 

Last weekend I drove to my friendly Atari dealer 
and spent $300 upgrading my 1040ST to 2.5 Mb. The 
job took Mr. Lynton an hour or slightly more, and the 
expansion board from Zubair Interfaces seems to work 
just fine. All tests supplied by Zubair show A-OK, and 
my Calamus can now load all the fonts I need (so I 
may finally learn how to navigate around this program, 
which can be briefly described as “power at a price”) 
The only problem I have yet experienced is that my 
Chaos Strikes Back bombed twice on the upgraded 
machine—it never has happened before. 

Still, mine is a 2.5 Meg machine now, as opposed 
to the PC clone I’m using at work, with 640k of memory 
available (and the remaining three megabytes in chips 
just sitting idle). If the GNU C++ is any good, the next 
step will be to get rid of that crippled idiot on my desk 
(my boss will take it for himself, the poor man does not 
know any better—but what would you expect from a 
man who hired me?) and to get a TT instead (if and 
when it is available; if not, even an ST will do). 
Welcome back to the civilized world! 

Prospero Scaling Down U.S. Operations? 

Prospero Software from Britain is my favorite 
language supplier. I have been using their Pascal, C 
and Fortran for five years or so. My recent call to their 
user support got me, however, slightly worried. Looks 
like they are cutting down on their North American 
operations. Still, they are doing it in a very considerate 
way. Prospero U.S. is still providing the user support 
(including, but not limited to, program updates), while 
the distribution is handled by Pacific Software (hope¬ 
fully, your dealer has their address). 

If you have been reading Atari news recently, you 
might have noticed the difference between this and 
another, more common, approach. Some other com¬ 
panies start by going underground, disconnecting the 
telephones, and leaving no forwarding address. 

By the way, Prospero Fortran and Pascal are now 
in Version 2.153 and ^7 in 1.144. Their new address is 
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196 Golder Road, Lewiston, ME 04240, and phone 
(support line, no orders) 207-777-5534. By the way, I 
do not quite understand why they wouldn’t take orders 
as well. 

DC Area ProgrammingClass 

Some local groups associated with AURA are 
organizing a programming seminar starting this Febru¬ 
ary. I was invited to teach it (or rather to help the 
participants to teach themselves), and I hope we will 
have some fun. If you are interested, contact Robert 
Griswald at 301-441-8581 (evenings) or log into the 
Tangent Line BBS at 301-604-4065, where the kind 
Sysop allocated a separate SIG area (Seminar, No.9). 

The class will be taught in Pascal (with the Pro- 
spero compiler highly recommended but not absolutely 
necessary), but the subject will be programming ,; not 
Pascal, and excursions into other languages are plan¬ 
ned. The language is just a tool, and I do not believe in 
terms like C programmer or Pascal programmer- 
-either you are a programmer (and then you can 
switch between languages with ease) or not (and then 
God have mercy upon you). We are planning to meet 
every three weeks or so somewhere between Northern 
DC and Laurel. No, finger food is not provided. 
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Yeah, Well - The 
World’s a Weird Place 

(c) 1991 David C. Troy 


Hi 

This article orignally started with a short commen¬ 
tary on the conflict in the middle east. I’ve decided to 
omit it. After today (January 12th—when Congress 
voted to give Bush free reign), I’m unsure what my 
opinion is. It is sufficient to say that I thought a year of 
sanctions is better than a day of war. Now I’m not so 
sure. Plus, by the time this is printed, we should have a 
much clearer idea of what the situation is over there, 
and anything I could say would be idle, tested specu¬ 
lation. So why waste space? 

A Quick Look at Slicctop 

When S/icctop, a recent entry into the alternative 
desktop market, claimed to be multitasking, many folks 
were excited. 

Neat! A way to run a database and a terminal 
program at the same time. Well, not really. 

Neat! A way to 
use the desktop 
from within any 
program. Well, not 
always. 

Neat! A way to 
print files while 
within a GEM pro¬ 
gram. Well, pretty 
much. 

This isn’t a 
comprehensive 
review; it’s just a 
quick answering of 
questions for those 
thinking of buying 
this product. S/icc¬ 
top is cheaply 
packaged (hey—nothing wrong with frugality), in a 
5.5” x 8.5” manual, bound with staples. On the front, it 
says, “A first step into the future of computers.” On the 
outer shrink wrap are the afterthoughts “MULTITASK¬ 
ING” and “Hard Drive Required.” Afterthoughts is a 
great way of describing those two attributes of this 
program, too. And S/icctop is accurately described as 
“a first step.” 

My biggest qualm about S/icctop is that the manual 
and the overall tone of the program are reminiscent of 
Arthur C. Clarke. When one sits down with the S/icctop 


manual, one may feel as if he’s been carried to an 
alternate universe, where radical, free-thinking, liberal 
programmers are constantly battling the selfish, in¬ 
sensitive, and all-around unenlightened populous 
which constitutes “the rest of the programming world.” 
Here, in this land of strife, there are reformers, trying to 
bring about uniformity and harmony, so that productiv¬ 
ity and diversity can bud from within this beautiful 
homogenized framework. Yeah, yeah, that’s great. 
Can’t we cut back on a little of the “here’s the plight of 
the techie” talk and just describe the program simply, 
completely and accurately? No one’s saying that the 
other stuff wouldn’t make a great theme for a sci-fi 
novel—I just don’t care for manuals which evoke pity 
in the reader. 

S/icctop primarily is a good, seemingly solid, alter¬ 
native desktop. One nice feature it has is that it 
displays equivalent keystrokes for all possible options 

in drop-down 
menus, as well as 
for all possible 
options in dialog 
and alert boxes. 
Cancellation of cer¬ 
tain functions is 
possible from the 
desktop. (Acciden¬ 
tally erase your life’s 
work? Don’t sit there 
while it erases all 
1200 files! Stop it at 
50, just by clicking 
on CANCEL.) 

A total of 144 
windows, data files, 
or applications can 
be accessed from the desktop menu bar, without 
having to search for them manually. (This is analogous 
to the feature found in Neodesk, DC Desktop ; and the 
new TOS 3.0 that allows the placement of any file icon 
right on the desktop, which, incidentally, is not avail¬ 
able in S/icctop) It’s got the ability to display different 
icons (20 are available) for different file types, but you 
can’t create your own icons. It can display files as 
text—and you can set how many items across you 
want to display in any given window. 
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One nice feature in S/icctop is its hard disk backup 
utilities. Built into S/icctop \s a powerful tool for backing 
up and restoring hard disk partitions. It can do full or 
partial file backups. By making use of the archive bit 
present in the directory structure, S/icctop is able to do 
effective file backups to diskettes, without re-copying 
previously backed-up, unchanged files. This means 
that if you have your kid’s report on nuclear energy 
(eat that, Saddam) stored on your hard disk, and want 
a floppy backup, and if you don’t change it after it’s 
first written, S/icctop will copy it once and never again. 
That’s kind of handy. There are programs which will do 
the same thing, but S/icctop does a nice job, and hard 
disk backup is a feature which is arguably a natural 
inclusion for the desktop. 

Multitasking—back to afterthoughts—is yet 
another feature of S/icctop —sort of. From any GEM 
program (any program you can access desk acces¬ 
sories from), you can switch back into S/icctop and 
perform all desktop functions except for running 
another program. That’s where the plight of the techie 
comes in. Unfortunately, many ST programs are written 
so that requests for system features and functions are 
not made through the normal channels (i.e. the operat¬ 
ing system). They sort of “grab” things in a klepto- 
manic fashion. Want some memory? Grab it! Want to 
access the sound hardware in a game? Go for it! 

You’re supposed to ask the operating system if 
you can do these things. In a perfect world, programs 
would ask for these things, but because of the in¬ 
creases in speed and performance, not to mention the 
fact that it’s sometimes easier to do, programmers 
frequently do resort to these kinds of tricks. And, all 
other things being equal, they work fine. 

Well, for a true multitasking operating system to 
function properly, everything needs to be managed by 
the operating system. People can’t be grabbing things. 
So, Randy Foster, the Art Clarke behind S/icctop, made 
it so that the entire Atari operating system, and 
whatever single program you’re running within it, runs 
as a single task, or program. The desktop and a few 
other tiny programs written so the multitasking OS 
behind S/icctop approves of them, can run in addition 
to that mammoth program—the Atari OS. 

Unfortunately, there are no “Slicctop Approved” 
multitaskable applications included with S/icctop. These 
applications are not programs, double-clickable from 
the desktop, but installable drop-down menu options 
accesible through a menu bar item named “Tools.” To 
get any tools, you’ve got to send in your registration 
card (I’m just doing that now), at which point you are 
issued a “customization” disk that contains tools as 
well as menu-bar accessible help files. 

The S/icctop manual does not indicate what tools 
might be available, but in order to do any serious 
multitasking you’re going to need those tools. As is, the 


only multitasking you can do is copy files, delete files, 
or print files while you’re in another program. The idea 
of background “file transfers” is bandied about quite a 
bit in the manual. Reading on, I learned that these “file 
transfers” are not modem file transfers, as you might 
think, but simply copying files from one place to 
another. Well, as you can see, that’s of limited useful¬ 
ness. I will get my customization disk and let you know 
how my future experiences with S/icctop go. 

S/icctop incorporates the alternate desktop/print 
queue idea of Neodesk, the easy accessibility to DOS 
functions of Universal item Selector, and adds some 
new ideas of its own. That’s about all I want to say 
about Siicctop for now, but I should note that it 
requires a hard disk, and it tends to grab hold of it, too. 
At the WAACE Atarifest, Randy Foster of Sliccware 
wanted to try Slicctop on my Moniterm 19” screen. 
Well, he installed it on the machine and it wasn’t until 
about a week after the test that I figured out how to get 
it off my hard disk. It modifies the DESKTOP.INF file to 
autoload Siicctop. So I had to delete it and change my 
DESKTOP.INF to avoid S/icctop. It’s easier to get in 
and out of Siicctop now that I know how it works. But 
I’ll let y’all know how things go. 

ATARI SC1435—Why Buy This? 

Up until fairly recently, the Magnavox 8CM515 was 
a nice alternative to the Atari SCI224 color monitor. It 
was cheaper, had a 14” screen, could accept analog 
RGB (ST/Amiga output), digital RGB (IBM output), as 
well as composite video (XLVXE output and VCR 
output). The screen was not always as sharp as the 
Atari monitor, but for the price difference and the extra 
versatility, the Magnavox was a strong competitor. I 
sold a whole lot of them. 

This summer, Magnavox discontinued the 8CM515 
and shortly after came out with the 1 CM 135—a com¬ 
parable 14” replacement for the 8CM515. Well, here at 
our friendly store, we’ve been selling the Atari SCI224 
as well as the 1CM135. One nice feature of the 
1 CM 135 that was available on no other ST monitor is 
its ability to do stereo sound—something that makes it 
a natural choice for the STe. Well, I took my trusty five 
year old SCI224 home and put a 1CM135 on our demo 
STe machine. It’s pretty good—stereo sound, plus the 
ability to sync up to European ST games and demos 
better (my old SCI224 had a tendency to “truncate 
and wiggle” (new dance step?) the bottom few scan 
lines of the screen). The 1CM135 also does digital RGB 
and composite video. 

Atari came up with a new monitor recently—the 
SCI435. It is intended for use with the STe (and older 
ST’s too). We got one in at the store. I thought I’d hook 
it up and see what it looked like. Well, upon closer 
examination I determined that the SCI435 and the 
1 CM 135 are the same monitor. (Philips made the 
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SCI435. Philips owns Magnavox. Viola!) 

Save a few features. 

The SCI435 uses an almost identical 
case to the 1CM135. The SC1435 has 
stereo sound ability. All the plugs, knobs, 
and switches are in analogous (a little 
RGB humor) places. There are two big 
differences between the SCI 435 and the 
1 CM 135. The SCI435 does not support 
any signal input except for analog RGB 
(no digital or composite). Not only that, 
the SCI435 costs more. I suppose we’re 
paying for the Atari name (this seems 
ironic). So—moral being, buy the 
1 CM 135 if you want a good monitor, and 
if you feel guilty about not supporting 
Atari, send them a tax-deductible dona¬ 
tion. There is one other difference bet¬ 
ween the two: the SCI435 is grey—the 1 CM 135 is 
ivory. 

Deskjet Blue Skies 

In November I said that John Graper wanted to 
know how to print labels on the Deskjet—if regular 
laser labels would work. Well, I received four letters 
from readers who said that they’d had no problem 
using the Deskjet with laser labels—the most common 
being the Avery 2 5/8” x 15/16” labels (Avery part 
#5260). Avery labels 5160 and 5660 are supposed to 
work, too. Avery even has a “tips for the Deskjet” sheet 
that says this: “Place the label sheets face down in 
your paper tray. After printing, allow approximately 
three minutes for the ink to dry prior to removing any 
labels. For optimum print quality, use plain type. When 
selecting boldface type, print quality may vary. For 
storage, labels should lie flat in polybag in box until 
next usage.” Mike Ostrander from Schertz, Texas 
recommends Chet Walters’ HP 5260 Labe/er program. 
Rob Monroe from Winnetka, California recommends 
Michael S. Young’s Jetlabel Elite program. Both 
apparently do good jobs of labeling with the Deskjet. 

One of the worst problems of the Deskjet that 
existed until just now was the fact that the ink was 
water soluble. This was because of the chemistry 
required for the printhead to work. They tried to find 
another ink which was a little less water soluble and not 
until recently did they succeed. The new HP Deskjet 
ink cartridges are now significantly less water soluble 
than the older ones. They are available now. 

Rich Avey, the President of NOVATARI in Virginia, 
informed me of The Cartridge Connection, a place here 
in Maryland that sells colored Deskjet ink refills. These 
are not colored cartridges, but rather refills, and you 
must have an empty cartridge to fill. They sell empty 
cartridges. I’ll list their address and phone number at 
the end. 


TT TOS 3.01 

In recent months, unofficial disk releases of “new 
TOS” have been floating around. First there was a 2.0 
version, which many folks claimed to be bogus. Then 
3.01 (which Atari does not endorse) became available, 
but in German. I have a friend who translated it to 
English. It looks pretty good. You can do most of the 
stuff I said you could do in S/icctop ; plus a lot of other 
features. You might as well just read the other reviews 
of TT TOS to get a better feel for its features, but I 
thought y’all might be interested in knowing that it 
exists and seems to run OK on the ST, STe and Stacy. 

Next Time 

I’ll get back to you on Siicctop. And I wish you luck 
with your Deskjet labels. And I’ll answer more ques¬ 
tions. And be wary of the SCI435, and Iraq, too. 

Reaching Me: 

Phone: (301) 544-6943 FAX: (301) 544-1 FAX 
MAIL: David Troy, 556 Baltimore Annapolis Blvd., 
Severna Park, MD 21146 
GENIE: Toad-Serv. 

CompuServe: 72470,1605 
Internet: dtrojh@jhunix.hcf.jhu.edu 

Relevant Folks: 

Saddam Hussein, Baghdad, Iraq 
Sliccware, Randy Foster, P.O. Box 2609, Kirkland, WA 
98083 (206) 867-1786 

Atari Corp., 1196 Borregas Ave., Sunnyvale, CA 94086 
(408)745-2000 

Magnavox/Philips, P.O. Box 1597, Greeneville, TN 
37744-9983 

The Cartridge Connection, 1559 Rockville Pike, Rock¬ 
ville, MD 20852 (301) 230-0797 
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InGEnieous Aladdin 

Mitigating Wallet Upload Via On-Line Cruise Control 

Review by MikcHeiningcr(c) 1990 


Just Sit Back and Relax 

How would you like to have an assistant who 
would dial an online service for you, log on with your 
secret password, check for electronic mail, visit several 
roundtables that you have designated to read new 
messages, download files from any library since any 
date you have specified, then save these items— 
however many they may be—to disk and log off so 
you can inexpensively peruse all this research off-line 
at your convenience? Like it? Meet Aladdin, the new 
dropdown menu cruise control developed for GEnie 
(General Electric Network for Information Exchange). 
This is the easy on-line automation you always hoped 
for. The good news is considerable: 
o A/addin is free for the cost of a download from 
GEnie or the cost of a disk from public domain 
sources such as Current Notes, but a hard disk 
drive is strongly recommended, 
o Joining GEnie now is free (set your communication 
software to half duplex [local echo], dial toll free 
1-800-638-8369, upon connection enter HHH, at 
the “U#=” prompt enter “XTX99493,GENIE” (the 
December Personal Computing access number) 
then press return, and have your major credit card 
or checking account number ready), 
o GEnie now offers Star*Services that, for a flat 
monthly fee of only $4.95, provide unlimited 
non-prime time access (6 p.m. to 8 a.m. local 
time) to more than 100 professional, educational, 
and leisure services. These include electronic mail, 
Grolier’s Academic American Encyclopedia, 
American Airlines EAASY SABRE, news top stories, 
closing stock quotes, single player games, shop¬ 
ping services, GEnie news, administrative func¬ 
tions, and many bulletin boards), 
o 2400 baud no longer costs extra—300, 1200, or 
2400 baud are included in the Star*Services flat 
rate as they are in the $6 hourly rate for services 
outside the flat rate. 

What’s the Catch? 

Whew, what a deal! So what’s the catch? The 
catch is also considerable: 

• While GEnie has upgraded all its lines to 300/ 
1200/2400 baud and eliminated previous sur¬ 
charges for 2400 baud, the cleaner line require¬ 
ment has eliminated some cheaper access con¬ 
nections where no local GEnie numbers were 


available. Because GEnie access is even more 
limited than it was before, accessing a GEnie 
telephone line is more likely to require a long 
distance call, depending on where you live. For 
example, calling GEnie in Rockville, Maryland, 
some 50 miles from Woodbridge, Virginia, costs an 
additional $6.80 per hour even with cheapest night 
rates (after 11 p.m.) because of local long distance 
telephone charges. Maddeningly, this rate is only 
about $1.15 an hour less than calling more than 
2,000 miles to San Diego via AT&T! Evening rates 
(after 6 p.m.) soar to $10.23 an hour—truly a 
miserable communications ripoff in the area of 
“the world’s most important city” (Washington, 
D.C.). 

• Some GEnie lines—which they call “remote 
access”—still have a surcharge of $2 an hour. 

• Many GEnie services still charge “standard con¬ 
nect rates” (i.e., usually about $6 an hour) 
including all computing services, multiplayer 
games (such as Air Warrior) and their bulletin 
boards, all software libraries, ChatLines, all real¬ 
time conference rooms, most business sen/ices, 
and the Computer Assisted Learning Center. 

• Dialing GEnie during prime time (8 a.m. to 6 p.m.) 
still costs $18 an hour. 

• While you can operate A/addin without printing out 
the extensive manual of more than 100 pages, it 
still is nice to have the manual. Unfortunately, my 
Panasonic KX-P1092 printer—excellent as it is— 
gives up after 84 pages. Anybody know any 
program that lets Atari print a disk file from Page X 
to Page Y? Printing it ASCII via WordPerfect 
doesn’t play well either, needing extensive work to 
fix some garbled lines and match my printing style 
default paging to the manual paging. Isn’t com¬ 
puting ever simple? 

Need Clean Lines 

Although using 2400 baud is more appealing and 
accessible than ever, file downloading, in particular at 
2400 baud, requires very clean telephone lines. When I 
first tried to download A/addin, I experienced many 
frustrating disconnects on my local line which included 
an authorized access to a less expensive connection 
into GEnie that prevented what had been an expensive 
long distance call to the nearest GEnie line. But that 
less expensive connection was too “dirty” for down- 
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loading. Within a few days, access to GEnie via that 
connection, and presumably others like it around the 
country, had been permanently terminated by GEnie. 
Back to expensive long-distance calls to GEnie! 

Worth Joining 

So the lesson is clear: 

o Go join GEnie for free and sign up for Star*Ser- 
vices at the $4.95 flat monthly rate (the encyclo¬ 
pedia alone used to cost $50 a year), 
o Get a copy of Aladdin from the Current Notes 
Library (CN #517D) or elsewhere—much cheaper 
at $4 or so for a disk than spending around 45 
minutes, even at 2400 baud, downloading the 
massive file, which includes a manual of more than 
100 pages! 

o Practice using Aladdin OFF¬ 
LINE until you are comfortable 
with it. 

o Then try Aladdin on-line, with 
simple exercises at first, 
o Most importantly, carefully 
document your total costs, 
particularly the hidden costs of 
accessing the nearest GEnie 
line. 

Aladdin even includes a neat little clock to meter 
your time both on-line and cumulatively. To its credit, 
GEnie cautions you to consider ALL online costs, 
including any local long-distance charges and any 
GEnie line surcharges, when telling your Aladdin time 
meter how much to indicate per hour. (Later versions 
should ignore Star*Services time; this one doesn’t.) 

As an example of how efficient Aladdin is, the other 
night I asked it simply to check for any mail for me. In a 
little over two minutes it had done that and presented 
me with four letters, offering me the option of saving 
each to disk, to printer or replying to each. One of 
GEnie’s great virtues is that it can be used within an 
hour or two of receipt to immediately start saving you 
time and aggravation. And the more you use it, the 
more possibilities you will see—and the more prob¬ 
lems. 

Elusive Menus 

For example, I took advantage of the flat rate to 
browse some roundtables in detail. Unfortunately, I 
found that in some areas, GEnie no longer automati¬ 
cally displays menu choices when you enter an area. 
Instead, you sometimes get just a page number with a 
question mark, e.g., 870? You are expected to type 
M870 if you want to move there; the catch is you must 
know what’s on that page, which you can find in the 
Aladdin index of topics. But even then, the areas 
themselves sometimes offer no help. My favorite, Air 


Warrior, no longer automatically lists menu choices—I 
have to remember 2 is the option for entering the 
game. Presumably, this glitch will be corrected. 

Another problem is that while GEnie will automati¬ 
cally grab your letters and ask what to do with them, it 
doesn’t exhibit similar thoughtfulness when you browse 
roundtable topics. Since 2400 baud is too fast for 
online reading, even with scrolling pauses, and linger¬ 
ing on-line is counterproductive to the idea of getting 
on and off in minimum time, I skimmed a year’s worth 
of conversation about Air Warrior questions and 
answers and signed off. But did I have anything to read 
off-line? No. You have to turn on the capture buffer 
manually. Oh. Gee, why isn’t capture buffer the default 
as it is in F/asfft Perhaps another area for Aladdin 
improvement. It soon became 
apparent that checking into many 
roundtable topics is a funny com¬ 
bination of being charged for 
browsing in a bookstore and 
eavesdropping on disjointed con¬ 
versations. It’s akin to skimming 
transcripts of a hearing —you 
have to sift through lots of junk to 
get to the good parts, i.e., things 
that interest you. 

I’m also not yet fluent in making Aladdin select files 
only after a certain date, nor can I confidently expect 
an automatic file download. So far, I attribute these 
shortcomings to reaching early pain in the learning 
curve. Likewise, I find no easy way to print a copy of 
my output file, or wherever that capture buffer stuff 
went, nor can I resend a copy of my reply to GEnie 
mail if I screw up the address. 

PromisingRelationship 

Nevertheless, Aladdin is such a tease, promising 
so much, that we are becoming close friends. We’re 
already meeting frequently, late at night, more often 
than I can comfortably afford because GEnie has no 
local access lines. Who knows where such a liaison will 
lead? In talking with a GEnie representative demon¬ 
strating A/addin at the Washington Atarifest, I observed 
that Aladdin’s ultimate promise seems to be not just 
saving GEnie users time and money so much as it is 
giving us more for our money. For example, if my 
budget limits me to $20 a month on GEnie, with the 
new Star*Services and A/addin I probably will be 
inclined to spend at least the same amount of money 
but will easily realize something like four to 10 times 
the return on investment in productivity and pleasure. 
The GEnie rep nodded deferentially. For an instant I 
saw him in turban with hands clasped together Middle 
Eastern style. Clearly, A/addin is rubbing GEnie’s lamp 
the right way. 


....clearly, Aladdin 
is rubbing GEnie’s 
lamp the right 
way... 
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First Impressions of the TT 

A Developer Outlines Its Pluses and Minuses and the Minuses 


by Bruce D. Noonan, M.D. 


As a developer, Atari passes on some good deals. 
One of these is getting hold of computer hardware 
before it goes on the dealers’ shelves. I wanted the TT 
ever since it was announced over a year ago at 
COMDEX. Scads of colors, stereo sound, a 16 MHZ 
68030 microprocessor, the possibility of running UNIX 
(an industry standard operating system), and loads of 
other goodies really intrigued me. 

Well, another COMDEX later, I finally got one. Only 
this one has a 32 MHz microprocessor. And best of all, 
it still runs TOS. Well, sort of. Unfortunately, lots of 
software which runs just fine on the ST will not run on 
the TT. I really wanted to see pc ditto I run very fast, but 
when it didn’t run at all, I was disappointed. Thank 
goodness there are other PC emulators which will run, 
such as Talon’s Supercharger. At least the company 
says it will run. As a developer it is helpful to demon¬ 
strate to a potential buyer that the Atari computers can 
do a lot more than run games. If I can show that it can 
run my medical software, games, and, say Lotus 123, it 
is much easier to make a sale. Never mind the fact that 
the TT is potentially a far better machine than the PC. 

A Massive Wedding Cake 

The first thing I noticed different is the shape of the 
computer itself. It is massive, and has been described 
as looking like a wedding cake (which it does). It is 
difficult knowing where to put it. If it is placed behind 
the keyboard under the shelf the monitor sits on, one 
cannot easily reach the On/Off switch, or slip floppies 
easily into the drive. I settled on placing the thing on top 
of the monitor shelf, stacking my CDAR504 CD ROM 
player on top of it, and the monitor on top of that. I have 
to literally look up at the screen. I may just move the CD 
ROM player to my stereo shelf and forget about using it 
with the computer. I get a horrible speaker hum when 
the very short DMA cable is connected to the computer 
anyway. 

A True Sense of Typing 

The keyboard is very nice. Excellent, in fact. There is 
a noticeable feeling of bottoming out when typing, 
instead of poking your fingers into mush as on the 520 
ST. Also, the function keys now stand out in relief, and 
are not shaped like parallelograms, hence not requiring 
parallelogram shaped fingers for use. Also, there are 


mouse ports at both sides of the keyboard for easy 
conversion to left-handed mice. 

My machine has 8 megs of memory. Wow! I Sounds 
great doesn’t it! Well, almost great. The memory is split 
between ST RAM and TT RAM, which means that 
programs written for the ST will only get 4 megs of 
operating room. The screen RAM and sound RAM must 
be in ST RAM, and one cannot DMA (direct memory 
access) TT RAM. I’m not sure what that all means, 
except that I don’t believe one can split a program’s 
RAM requirements between the two and load data files 
into a TT RAM buffer which has its main program in ST 
RAM. Of course, where there is a will there is a way, and 
before long someone will figure out just how to do it. In 
any event, when I made ST Writer Elite 4.0 compatible 
with the TT, I left it in ST RAM, and restricted its memory 
limits to the size of ST RAM. 

The Joys of Booting Without Documentation 

The 40 meg hard disk came built in. We developers 
must be regarded as highly intelligent by Atari. That is 
evidenced by the fact that my machine came with no 
operator’s manual or even a floppy disk. Or maybe it is 
one way of performing an intelligence test on develo¬ 
pers. I had a meeting of my users’ group that evening, 
but couldn’t get the hard disk to boot. J. Patton at Atari 
was kind enough to email me the hard disk files 
required. Unfortunately, as it turned out, it was minus 
the crucial one, SHDRIVER.SYS. That was in the regular 
mail. 

When It Isn’t There, What Do You Do? 

Anyway, without directions, I tried every way I could 
imagine to install my hard disk, I even tried using the 
driver for the ST without success. I kept getting the 
message that there was no logical device available for 
the driver. Having been told that the necessary files 
were already on my hard disk, it was most frustrating 
not being able to access them. Finally, I decided to try a 
desperate maneuver. I attempted to format the hard 
disk. What do you know, the computer did know about 
the device after all. It formatted it slick as you please, 
and even partitioned it. Of course, all those nice files 
were now in magnetic heaven. And STILL the install 
program failed to recognize the existence of the device. 

At the meeting, I was able to demonstrate the new 
desktop. It is very, very nice. Even terrific. You can 
create beautifully colored windows and window parts. 
Just about everything you might consider doing from 
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the desktop is available by mouse and even by key¬ 
stroke. Although I have never tried using U1S or Multi¬ 
desk, I am told that many of those concepts are in the 
new Desktop. Well, you can entertain only so long 
looking at menus dropping down, so I showed the new 
extensible control panel, which, thankfully, I had on 
floppy disk. It is one slick piece of programming. But 
that’s another review. You can turn off the key click, 
though, without cutting out the sound entirely. 

You Can’t Think of Everything 

Just then, my partner in programming at Medical 
Designs Software, Bill Penner, happened to drop by 
with his STACY. He had a copy of SHDRIVER.SYS for 
the TT on his hard disk. What he did then must have 
been magic. He changed the name to SHDRIVER.PRG 
and placed it into my floppy’s AUTO folder. He changed 
the name again to SHDRIVER.RAW and placed it into 
my floppy’s main directory. The next time I rebooted, 
success!! There were 4 hard disk partitions available. He 
might have done something more (magic words?), I 
didn’t pay much attention, but at least I could access 
the hard disk. Guess I flunked the intelligence test, Atari. 
Let’s see. Simply change the name of the program 
extender to PRG and RAW (makes sense, doesn’t it??). 
Move them into different places. Reboot. Why didn’t I 
think of that? 

Monitors and Modems not Interchangeable 

The back of the machine is covered with ports, 
including two serial modem ports. But if you are moving 
up to the TT from an ST, you will need a new modem 
cable. This one requires a female D9 connector on the 
computer’s side. Oh, yes, the monitor connection is not 
compatible with the ST either. It is about the size of a 
D9, with some of the pins missing. My monitor had a 
connector fitting the general description, but required a 
supplied adapter to hook up to the TT. There appears to 
be no way to use an ST monitor with the TT. My TT 
monitor is the Atari TTC1434, a VGA monitor. The colors 
are brilliant, and the text sharp. The 8x10 character set 
used by ST low and medium resolution now appears 
blocky, as opposed to slightly fuzzy and smoothed out 
on the old ST monitors. 

Some Will, Some Won’t 

I would imagine you have the same questions about 
program compatibility with the ST as I did. From what I 
have heard and tested myself, here’s the scoop: 

o All GFA basic programs will not run compiled, since 
they assume that only 24 bits of the address are 
used. The TT does not ignore the top 8 bits of the 
address, in which GFA stuffs information for its own 
use. Therefore, the addresses are bogus, and cause 
the computer to CRASH. It is my understanding that 
ver 3.5e of the compiler fixes the problem for GFA 
3.0 programs, however. 


o ST Writer E/ite 4.0 works perfectly (natch) in all 
resolutions. 

o Word Writer .STworks, but in TT Medium Res, the 
three rows of buttons at the bottom are a few inches 
higher up the screen. 

o Word Perfect tuns ok in the ST medium and high 
resolutions, but when calling up the file selector box 
in TT medium res, it crashes. 

o Publisher STwon't. run at all. It keeps displaying a 
dialog box saying it cannot locate PUBLISH.RSC. I 
put that file in every director I could think of without 
success. Must be a symptom of deeper problems. 

o Laser CmW not run. The shell bombs out. Megamax 
says they are aware of the problem, and have a 
programmer in Germany working on a fix which 
should be out in January. The German programmer, 
it seems, has a TT, while the Megamax people in 
Richardson, Texas, don’t. By the way, Megamax has 
shelved their ANSI C compiler for the Atari because 
they feel that hardware sales in the U.S. do not 
warrant it. When asked about developing it for 
possible sale in Europe, they replied that Turbo C 
has the market sown up. 

o Degas Elite works in ST resolutions. 

o Fontz !appears to work in all resolutions, but I didn’t 
have the chance to try high res TT monochrome on 
any programs. 

o Phasarmns well, although the windows do not 
extend to the bottom of the screen in TT medium 
res. 

o ViP Professional comes up on the screen, then locks 
up (crashes). 

o Flash I have been told, will not run. 

o ST Talk Professional crashes. ST Ta/k {\he original) 
does work. Unfortunately, the XMODEM routines are 
not CRC, so can’t be used by CompuServe for 
email. I hear that STaiker&nd STenowoxk, however. 

o Battle Chess works fine except for sound from the 
BLUE team only, for some weird reason. 

o Psion CJteisy works only in 3D mode, not 2D. 

o Chessmaster2000vi\W not run at all. 

o I can’t get any of the Sierra games to boot. 

o Typhoon Thompson will not boot. 

o Zany GolfvioxYs, swell, although I think the ball rolls 
slightly faster than on the ST. 

o ST Star Raiders will not run. 

o 4 / 0 Z/ 5 /RUNS. I mean ZOOMS! Gravity is sped up so 
much by the 32 MHz machine that one cannot pump 
the button to flap the bird’s wings fast enough to 
gain altitude. The enemy flies by so fast you are 
lucky if you unseat an opponent, and the time delay 
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before the pterydactyl comes seems to be 
shortened as well. 

o Music Studio will not run. 

o A PD program, called Background Music, runs, but 
the music is weird sounding, as though being played 
through a kazoo. 

o Michtron Uti/ities runs just fine, 
o Atari’s S/D (symbolic interactive debugger) works. 

A Fine Machine, but a Hefty Price 

In all, I think the TT is a fine machine. It shouldn’t be 
long before the developers fix their products for com¬ 
patibility with the TT. A big problem is the TT’s long 
stack frame, requiring the programmer designing a Trap 
exception to correct with 8 instead of 6. What that 
means to non-programmers is two bombs (address 
error). 

The high cost of the TT makes the Mega STE look 
like a good bet for the majority of users. It has 16 MHz, 
stereo sound, and is cheaper. It won’t handle spread 
sheets as quickly as the TT, especially since the TT has 
a 68882 math co-processor, but currently no spread¬ 
sheets have been written to take advantage of the 
co-processor. But the TT is HERE (and available just 
over the border in Canada at Atari dealers), and the 
Mega STe is still vaporware as of December, 1990. I 
expect to get a lot of use from the TT. 


Clacton GDcilnum'b 

c-mqrm-iip 

COmpL£T£! 


Learn to progran jour ST la C! 


- ’Clayton Walnum not only 

. . . — succeeds In teaching the C 

Clayton MiImh's 9 

C m -T.nn.KLn. language, but also explains the 

"monsnip intricacies of GEM better than 
complete I've seen it done anywhere. ” 

--David Plotkln 

Learn to progran govr ST la C! 

ElsilsH SE& "Great stufft C-manshlp is a 

i terrific way to learn the C 

ThSi u iou. language in general and ST 

programming In particular. 
y _ Highly recommendedl” 

t Taylor tidga look —Charles F. JOhlTSOn, 

------ CodeHead Software 

Everything you need to know to program your ST In 
C from the basics of C to the writing of a full GEM 
application with windows, dialog boxes, and menu 
bars. Desk accessories and bullt-ln resources, too! 

To order, send $19.95 plus $3 postage & handling (Can¬ 
ada $4, Overseas $6) to the address below. The disk 
version, which Includes all programs on two single¬ 
sided disks. Is $10 extra. CT residents must Include 8% 
sales tax. Visa and Mastercard accepted. 

Taylor Ridge Books 

P.O. Box 48, Manchester, CT 06040 
(203) 643-9673 


Templicity 


Home And Small Business Templates 

If you hate setting up spreadsheets and making up formulas, 
Templicity™ will save you time. Instantly calculate and analyze 
mortgage rates, evaluate a car loan, estimate the maximum 
affordable price for property, design a savings program for a 
child’s education, etc. This package of 104 prefabricated 
spreadsheet templates covers everything from bookkeeping and 
budgets to inventory and real estate. Interactive tax templates 
included for 1991 (calendar year 1990) are 1040, A, B, C, D, E, 
F, SE, 244, AND 4562. Available in separate versions for LDW 
Power and VIP Professional. $39.95 

■ "Templicity is an excelent value and I highly recommend 
sgSgr ■ it." Amiga World, October 1990 

■ "...a wealth of tutorial material..." ST Informer, Sept. 1988 
k JFS' "Templicity gives you ... a lot for your money." 

' MACWORLD, August 1990 


Blank Disks 


These are the same double-sided double-density JVC 
high quality disks that we use for our products. We buy 
disks in large quantities and pass the savings on to you. 
50 3 1/2" disks-$39.95 



for PageStrearrf 


The key to quick and easy, professional-looking forms and documents is Qwikforms™ 
It’s the only package of forms with over 100 different, adjustable layouts. Just choose 
the one you want, insert your name, logo, or text, and print. Business forms include 
invoices, inventory control, real estate forms, job estimates, applications, organizers, 
ledgers, charts, etc. Page layouts include newsletters, letterheads, business cards, 
brochures, booklets, envelopes, press release, resumes, etc. Legal forms include 
wills, deeds, claims, bill of sale, power of attorney, etc. Personal njssKssl 
forms include announcements, cards, architectural symbols for t±= ==3 / 

home planning, mail lists, invitations, etc. There are also guides | = == = = / 

and many other unique and unusual uses of PageStream. I 1 * -X J / * 
Includes free disk of PD clip art, PD Deskjet driver, calculator y^m/ a 
accessory, and other useful desktop publishing accessories. —z *- 

(Avail. 2/15/90) $39.95 


Classic Ware™ 

A complete package of the 100 best shareware programs for word 
processing, spreadsheet, database, graphics, games, utilities, music, 
communications, etc. 13 double-sided disks! Save dozens of hours 
downloading. Also included are spelling checkers, paint programs, 
accounting programs, mail list organizers, desk accessories, 
sequencers, children’s educational programs, file selectors, ram disks, 
and much more. These programs are shareware or public domain and 
a contribution to the individual author is often requested and rewarded 
with additional support and upgrades. $39.95_ 



•© 



To order by mail, send 
check or money order to: 

(CA res. add 6 1/4 %) 


it STwtnQ ©wwt§§» 

Box 4850 > 

Berkeley, CA 94704 


To order by phone, call N 

415-655-2355. 

(8 am to 5 pm PST) / 


Any 2 of above-$69.95 
Any 3 of above-$99.95 
All four-$119.95 
We pay shipping! 

(Continental USA) 
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Out with the old... 

...In with the new. 


The old way of combining text, graphics, and live data on a single page: use a word 
processor, database, spreadsheet and page layout program. The new way: just use 
Wordflair II, the integrated document processor. If you currently own 1st Word Plus 
(GST); Word-Up (Neocept); Word Writer ST (Time Works) or Microsoft Write, we 
invite you to ring in the New Year by making the switch to Wordflair II. Simply 
complete the form below and send us your original program disk(s) along with a 
check or money order for $75 US. That's half off the list price of $149.95. We'll send 
you Wordflair II. But hurry, this offer ends February 15, 1991. 


Wordflair If 


AB 

CD 



■ Fast word processing. 

■ Fully integrated financial calculator. 

■ Quick and easy page layout. 

■ Free form database, imports/exports 
tab or comma delimited ASCII data. 


■ Spell checker & thesaurus. 

■ Creates tables and graphs. 

■ Imports graphics: IMG; GEM 
NEO; DEGAS, Mac Paint 
Spectrum; Tiny, etc. 


Send completed forms to: 

Goldleaf Publishing, Inc. 

700 Larkspur Landing Circle 
Suite 199 

Larkspur, CA 94939 

Att.: Wordflair II Swap Offer 


_j Yes, I'm ready to make the switch. I am enclosing my 

_disk(s) along with a check for $75 US. 

(Please allow 4 weeks for delivery) 

J Send me a data sheet first, then I'll decide. 

Name_ 

Address_ 


Questions? Call our "Swap 
line" at (415) 461-5703. from 
9am to 4pm PST. 


jCity, State, Zip_ 

i 

j Current word processor 
IPhone #_ 


L 






TOAD COMPUTERS WAITS TO 
UNVEIL ’91 AD CAMPAIGN 

CONSUMERS SUSPECT SOMETHING “BIG” IN MARCH 


SEVERNAPARK,MARYLAND- , 
Owners of Toad Computers, Dave 
and Ray, are reluctant to comment on 
the theme and direction of their 1991 
advertising campaign. When asked if 
their plans would reaffirm their 
commitment to the Atari community 
and stimulate growth within it, Dave, 
director of advertising, had this to say: 
“Our 1991 plans will be, above all, 
interesting.” 


Toad: 

Toad 

Toad 

Toad 

Toad 

Toad 

Toad 


Tnad Hard Disk Drives for the Atari ST 

1. Oft Cl — drives are ulso the 

30MB 28ms . $499 ^SaPEST drives. Avail* m 

50MB 28ms.$569 unto-te-mom« «^ ^ 

SSSfcfg r 

iSSSrfS sassw- 

l APRM B 15ms. ------ 


MAIL-DIRECT APPROACH 

SEVERNA PARK, MARYLAND - Toad 
Computers today released a statement indicating that 
their direct mailings over the past few months have 
been incredibly successful. Dave, director of 
advertising said, “We’ve got the coolest database of 
Atari owners anywhere.” Dave suggests that all 
interested in being on the list who aren’t on it already 
should send a postcard immediately. They also would 
like to know of any incorrect mailing addresses, to 
save paper, money and postal strife. Companies 
interested in being included in Toad Computers’ now 
legendary mailings - in trade for services or products 
- should contact Dave immediately. 

USED EQUIPMENT SOUGHT 

SEVERNA PARK, MARYLAND - Toad 
Computers recently disclosed its interest in used 
hardware, especially eight bit peripherals. Anyone 
interested in purchasing or selling used Atari 
equipment - eight bit or otherwise - should call, or 
preferably send a postcard to Toad Computers today! 
Plans may include becoming the only major Atari 
equipment refurbisher in the United States. 

DEVELOPERS PETITIONED 

SEVERNA PARK, MARYLAND • Toad 
Computers has expressed interest in dealing directly 
with developers to help market programs. Interested 
companies should contact Dave by phone or postcard. 
First time developers with little capital are especially 
targeted. Please call Dave for more details. 


ICD FAST Hard Disk Drives for the Atari ST 

FAST 30MB 28ms.$549 ICD ’* FAST Drives 

FAST 50MB 28ms.$589 ™ c , ut f,i “ v h » ld 

tt a c«m oar* *r, no ao tw0 3.5 hard drives, 

FAST 85MB 28ms.$649 they fit underneath 

FAST 85MB 24ms. $689 your monitor. The only 

FAST 100MB 25ms. $919 difference between 

FAST 204MB 15ms....$1299 

FAST 408MB 15ms....$2349 drives come in “ 


Atari ST Computers! 


STe 1 MB CPU - $549 
STe 2 MB CPU-$749 
STe 4 MB CPU - $849 


Stacy 1MB 20MB HD - $1539 
Stacy 2MB 20MB HD - $2049 
Stacy 4MB 40MB HD - $2449 


520STfm (512K) - $379 All ST Computers upgraded by 
520STfm (1 MB) - $499 Toad Computers come with a 90 
520STfm (2 MB) - $599 day warranty - something you 
520STfm (4 MB) - $699 won’t get doing it yourself! 


Toad Computers 

556 Baltimore Annapolis Blvd. 
Severna Park, Maryland 21146 

(800) 448-8623 

CaU (301) 544-6943 for long stuff that isn't going to make us 
any money. Prices listed reflect a 4% discount for cash, money 
order or personal check. MD residents please add 596 sales 
tax. Thanks to all of our customers for a great year of growth. 
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Toadfile 44. 

Peace In General. 


“I * LOVE * the drive. All Spectre development 
is now being done on my Toadfile 44!” 

- David Small, Gadgets by Small 


The Toadfile 44 - Keeping Saddam Hussein In Check 

Toadfile 44 EVEN LOWER 
Pricing for World Peacet 

Toadfile 44 (44MB Cartridge Drive, ST Ready).$719 

Toadfile 44 Magnum (Toadfile 44 with 3 Carts).$869 

Toadfile 44S (44MB Cart Drive, Case & Power Only).$619 

Toadfile 44D (44MB Cart Drive Only, No Case or Power).$519 

Toadfile 88X (2 44MB Cart Drives in One Box).$1229 

Tbadfile 44 & Hard Disk Mixtures 

Toadfile 94X (44,50MB HD 28ms time, ST Ready).$999 

Toadfile 74X (44,30MB HD 28ms time, ST Ready).$969 

Toadfile 129X (44,85MB HD 28ms time, ST Ready)..$1049 

Toadfile 129Z (44,85MB HD 24ms time, ST Ready).$1099 

Toadfile 144X (44,100MB HD 25ms time, ST Ready).$1299 

Toadfile 248X (44,204MB HD 16ms time, ST Ready).$1649 

Works with IBM 
and Mac Emulation! 


f To % 
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“If you call up Toad Computers you’ll either 
get Dave or Ray. They’re both great guys...and 
fun to talk to. The Toadfile 44 is a well 
designed (and don’t forget attractive) piece of 
hardware.” - LeRoy Valley, ST Informer 

“[This ad] is arresting, has eye appeal, gives a 
thorough appraisal and fine presentation of the 
product, the Toadfile 44 cartridge drive. In 
addition to bits of humor, the items are highly 
price competitive. Hats off, Toad Computers!” 

- Frank Sommers, Current Notes 


“Our manual is great.” 


Dave Troy 
Toad Computers 


We’re Hip and Proud of It! 

Hi. Our Toadfile 44 rocks. You’ve probably seen lots of folks 
trying to pawn off sorry-sounding rip-off versions of our 
products, but remember that we’re the original! Our support is 
legendary, and our experience in and dedication to the Atari 
market is unequaled. The Toadfile 44 lets you switch 44 
megabytes just like one of your floppies - with speed (25ms 
access time and nearly 600K/s transfer rate) that rivals the fastest 
fixed hard disks! With a two year warranty ; and our reputation 
behind it, it’s easy to see why the Toadfile 44 gives people so 
much peace of mind. 


• Extra Cartridges Now $89! /"^ n 

• Ask About $99 3.5” 

And 5.25” Floppies! \ 

• Current Notes PD Library - \( 

On Cartridge - $139! Mac Too! ^ 

• Toad Computers IM 

World Peace Tour 

T-Shirts Free With Any Hard Disk! 


VISIT US at 556 Baltimore Annapolis Blvd. Severna Park, MD 21146 
Call (800) 448-TOAD for Directions from Just About Anywhere! 

















The Sad, Sad World of PC Clones 

Buying Your ST Was the Best Thing You’ve Done! 

by J. Andrzej WrotniaJt 

----- ) 


Approaching me some months ago with an offer to 
join his firm, my new boss did not start from promises 
of money, fame, women or such. “Of course, we will 
buy you an Atari computer of your choice,” he said 
instead. I could not refuse the offer. I am in. 

My job is solving problems, or inventing ways to 
solve them. This involves programming: a solution 
should be checked out. Then the other guys take my 
solution and put it where they need it. 

These other guys work in a relatively new language 
called C++. Their lives would be much easier if I could 
also write my stuff in C++. There is no C++ compiler on 
the Atari ST. So I went to my boss and said “You know, 
I am a really nice guy and you can get me a PC clone 
instead of an Atari ST.” Was this man happy! I was 
about to turn compatible! 

This was how I ended up with a PC clone on my 
desk, running its 80386 processor at 25 MHz and 
sporting four megabytes of memory. Wow! Who may 
need an old, one-megabyte Atari crawling at 8 MHz? 

Well, after a couple of months of using this 
machine I am really happy I do not have one at home. 
There are many reasons for this. 

First of all, after having used the graphic interface 
of the Atari ST or Macintosh, there is really no way 
back into the command line world. I never remember 
the exact spelling of my files or folders, and without a 
point-and-click approach this can become a pain. 

Some people have realized this at last, so we now 
have some windowed user interfaces for the PC. The 
latest DOS 4.0 even has a graphic shell, a sort of 
added-on afterthought. Without bothering you with 
details, this shell is good enough to be used once and 
then forgotten about. 

Wait, some might say, and what about the newest 
Windows 3.0 from Microsoft? Everybody in the PC 
world is now raving about Windows! 

Windows 3--Still Not Quite There 

Windows 3.0 was bundled with my machine. My 
first impression was quite good. The program looks 
nice and crisp, and there are lots of widgets to play 
with. Being able to exit from a program without 
terminating it, then to do something else and instantly 
come back (if your model does multitasking) is a nice 
capability. 

On the other hand, doing the simplest things under 
Windows (like rearranging files) is not as easy as it 
should be—the interface is far less straightforward, 


intuitive and convenient than on, say, the Atari ST, 
Macintosh or Amiga (let me refer to these as the “other 
machines.”) 

Microsoft went to great pains to make Windows 
look and feel as differently from the Macintosh as 
possible. Yes, we know Apple is suing everybody in 
sight for the Mac “look and feel” they didn’t even 
invent. This is why I will never buy any Apple products 
(they are overpriced, anyway). 

This attempt to look different resulted—in many 
cases at least—in quite clumsy procedures to do really 
simple things. When you run Windows, you get 
yourself into something called the Program Manager 
window. There you have sub-windows with groups of 
programs you may execute by double-clicking (they 
should have used triple-clicking here, to be safe from 
the possibility of being sued by Apple!). You may install 
new programs and new groups, but the process is not 
as convenient as just dragging a program file to the 
desktop as on the Mac (or, for that matter, in NeoDesk 
on the ST). 

If you want to perform any file operations, you 
must open the Utilities sub-window in the Program 
Manager and run a program called File Manager. This 
thing is a real dog. Its window contains, at first, just the 
disk drive icons. Double-clicking on an icon opens the 
drive root directory, which will then replace the drive 
icons in the window (unless you set the appropriate 
option in one of the menus). 

To delete a file, first select it and then go to the 
File menu to click on Delete. Much less convenient 
than just dragging it into the trash. Or click on Copy, 
and then you will have to type in the destination path. 
How thoughtful—just to make the withdrawal from 
DOS less painful for compulsive typers! 

Well, you can also drag a file from a window to a 
window (this is less convenient than it may seem, as 
the windows open in a staggered overlapping pattern). 
One day, I crashed four times in a row trying to 
perform this operation. Enough is enough. 

These are just examples. I have used Windows 3 
for six weeks just to acquire some familiarity with this 
highly regarded, supposedly user-friendly system, 
intended to bring computers closer to the non-techies. 

I have discovered some obvious bugs, experienced 
some mysterious crashes, and often I had to refer to 
the manual to do the most elementary things. Well, 
now I am back to DOS, where things are more 
predictable. 
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Browsing through the recent issues of PC oriented 
magazines, I recently found four (!) third-party user 
interface replacements for Windows 3. The one I like 
most sells for $180 (and looks very much like the 
“other machines.”) To hell with it. 

GEM 3.0—A Pathetic Retreat 

When Digital Research, Inc. first came out with the 
GEM desktop, the PC version was very much like that 
running on the ST. Nothing to write home about, but 
simple and intuitive. 

Then our friends in Apple sued DRI for the Mac 
“look and feel.” The DRI execs called their program¬ 
mers and said “Do something so that our look and feel 
is no longer like Mac’s, and do it cheap and fast!” This 
marked one of the most pathetic evolution (devolu¬ 
tion?) paths in the history of software development. 

The newest Version 3 of the GEM desktop for the 
PC is a far cry from the original. Some changes may 
just look funny, like moving the Desk menu from the far 
left to the far right (what a stroke of originality, so much 
different than on the Mac!), some are only irritating, 
and some reduce the convenience. None are for the 
better. 

First of all, the Mac has a trash can. Let us get rid 
of it, adding the “Delete” entry in the File menu. Here 
is an example of how small changes may make using 
the program much less convenient. But, to strike the 
right balance, let us remove the “New Folder” entry 
from the menu, adding instead a “New Folder” icon to 
each window! Well, now we see something which is 
not really there, but the Mac does not have it! 

Not enough? Let us remove all drive icons from the 
desktop and move them into the windows. Two 
windows, no less and no more; you cannot close them 
nor add a third one. Now when you open a drive 
directory, the drive icon is no longer there, covered 
with the directory itself, and when you have two 
directories open, there are no drives on the screen at 
all. Inconvenient? Maybe. But so much different than 
on the Mac! 

Resizing or moving desktop windows? Who needs 
that? Let us have each window occupy a horizontal 
half of the screen; this is good enough. It may be 
somewhat inconvenient when you use the text mode 
to show directories (you can see just a few files at a 
glance, but lots of space to the right is being wasted), 
but nobody will accuse us of looking and feeling like a 
Mac! And this was how GEM, having a chance to 
become a standard user interface in the PC world for 
those who do not want to learn DOS (or who just like 
the convenience), became a dead-end street of 
evolution. 

DRI is now selling a very nice replacement/ 
superset of the MS DOS, called DR DOS. Among lots 
of nice features it also has a graphic shell—and this is 
a clone of GEM v.3. Aargh! 


If the DRI people knew any better, they would have 
approached our Dan Wilga from Gribnif Software. He 
could give them a lesson or two on how to make user 
interfaces. Or, if you insist on looking and feeling as 
different from the Mac as possible, then Charles 
Johnson’s Hotwire/Maxifi/e combo from CodeHead 
Software would do nicely, thank you. Anything, but not 
GEM 3. 

How Much Memory Does Your Machine 
Have? 

My 4-megabyte PC runs out of memory much 
more often than my 1-megabyte ST. Welcome to the 
brain-damaged PC DOS architecture. Many programs 
do not know how to use the extra memory! My C++ 
compiler chokes on modest-size programs. The thing 
is smart; it would swap the memory to and from the 
hard disk, but when I recently added about 50 lines to 
a program, the compile/link time jumped from about 10 
seconds to more than six minutes. Isn’t that special? 

If you are a programmer, you will soon become 
frustrated with all the limitations in memory usage. I 
had a field day recently watching a colleague of mine, 
an experienced programmer, wasting lots of his effort 
on these things. How do you allocate more than 64k of 
memory on the heap at one time? How do you work 
around the 64k limit for unit code, for the stack, or for a 
data block? We on the ST, with its civilized Motorola 
processor, do not even suspect these problems could 
exist in the last decade of the 20th century. After 
listening to the man’s complaints for a while, I asked 
him an obvious question: “Why don’t you get yourself 
a real computer?” 

Well, there are many good and powerful programs 
in the PC world. Using them I sometimes wonder: how 
much programmer’s time and effort has been devoted 
to just fighting the computer limitations instead of using 
its features? Let me spare you the answer. 

A Program—Or a Way of Life? 

There is one basic problem with the “off-the- 
shelf” software for the PC. Almost every program has 
its own standard user interface. You cannot just take a 
program out of the box and start using it. First, you 
have to memorize the function keys, keyboard com¬ 
mands, or the peculiarities of the program graphic 
interface. You do it again for almost any new program 
you use. 

The “other machines” come with a toolbox of 
graphic output and user interface primitives supplied 
by the computer manufacturer. The programmers are 
strongly encouraged to use this toolbox in a uniform 
manner. The more programmers depart from those 
recommendations, the steeper the user’s learning 
curve becomes. A program becomes a way of life, not 
just something to use to get things done. 
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On the PC, writing the user interface from the 
ground up becomes a major investment in developing 
a program. Choose, randomly, ten public domain 
programs for the PC and ten for the Atari ST, and you 
will see the difference. 

The tool boxes I have mentioned come with some 
PC graphic environment packages, like GEM or Win¬ 
dows. Using them would, however, seriously limit the 
market for a program (GEM never became really 
popular on the PC and Windows still has a way to go). 
Besides, programming for Windows is much more 
difficult than for GEM, and the developing tools are 
very, very expensive. 

The Brighter Side 

The only positive aspect of having a PC clone is 
the size of the hardware and software market. Through 
their heroic efforts, the PC programmers somehow 
managed to come up with thousands of application 
programs for almost any purpose. Some of these 
programs are mediocre—one of my friend’s reaction 
after having moved to a PC was: “You would not 
believe what pieces of junk are being sold for hundreds 
of dollars! Those suckers will be happy with almost 
anything, the stuff nobody would take for free on the 
ST!” But some of the other programs are excellent, and 
the choice is wider than for any other machine. 

As a programmer, I am really frustrated we do not 
have two important languages, Ada and C++, on the 
ST. Both are very powerful and especially suitable for 
developing large programs. I miss them badly; were 
they available on the ST, I would never have had to 
have this ugly PC clone on my desk (not to mention all 
those remarks from my co-workers who know my 
feelings in the matter). 

Even in the domain of more established languages, 
the PC and Mac have a strong edge: the implemen¬ 
tations of C, FORTRAN, and especially Pascal are 
significantly more advanced there (give me Turbo 
Pascal5 or Mac Pascal, please!). Well, this is the price 
we pay for staying in the cozy, small world of Atari. 

The choice of hardware add-ons in the clone 
world is also better than anywhere else, and the open 
architecture plus the market size make the prices quite 
attractive—the advantage of staying with the crowd. 

“Do I Need a PC Clone?” 

People ask me this question almost every week, 
expecting a clear yes/no answer. The answer is, “It 
depends.” If you need to run programs not available on 
the ST, well, get a clone and be stuck with it. This may 
be the case if you need a custom program to run a 
dentist’s office or a company gas usage optimizer. 

If, however, you expect your needs will be of a 
more mainstream nature, like word processing, 
spreadsheets, graphics, databases, desktop publishing 
and such, then going for a PC does not make much (if 


any) sense. The existing software on the ST covers 
these aspects perfectly (well, almost), and the com¬ 
puter is so much nicer to use. (Not to be accused of 
self-promotion, I will not mention that you cannot run 
El Cal on the PC.) 

Let us also not forget the emulation capabilities of 
the Atari ST, which are second to none. With the 
Spectre GCR, PC-SPEED (or other PC emulators), we 
can switch easily between the environments. Now, try 
to do it from a PC! (Who knows, maybe the mysterious 
Ms. Schuetz with her Donnerwetter ST from Komputer- 
saftenwarenprogrammierunggesselschaft will decide to 
show up at the Fest? This would be something!). 

Last, but not least, it seems like the Atari enthu¬ 
siasts are a bunch of dedicated, knowledgeable, 
helpful and fun-loving computer hobbyists. I am not 
saying this just to make you feel good; indeed, I 
believe our micro-world is really exceptional in this 
aspect. 

So, if on some rainy day, you have second 
thoughts about whether your choice of machine was 
the right one, remember the title of this article and feel 
lucky you are not stuck in the sad, sad world of PC 
clones. 

[Reprinted from the WAACE AtariFest 90 program.] 


CD ROM 

Here, NOW 



CMUt504 



CDAR 504, $595.00 

Yes Folks! The New ATARI CDAR 504 CD ROM Drive, is 
available at Computer Rock. This unit is capable of reading 
both ISO and High Sierra formats. There are currently two 
CD’s available for the CDAR 504, though, any Mac or 
IBM CD an be read on the CDAR 504. 

ST Software Library Titles 

Public Domain CD ROM: 240 Megabytes of 
PD software, on one CD ROM $79.95 

Clip Art Disk: 40+ Megabytes of Clip Art. for 
desktop Publishing Image Cat, Image Cataloging 
Software included._Only. $69.95 


Computer Rock, 

3785 Balboa St. San Francisco, CA 94121, 

ORDER LINE (415)- 751-8573 
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911 Melbourne 
Hurst, TX 76053 


ST Hardware 


™ ST Clearnace 
(Limited Quantities) 


MegaByte CSDD-I Drive 
NeoDesk 3 
Spectre OCR 
Spectre GCR w/roms 
VIDI ST 


$130.00 gft 
$47.00 ■ 
$265.00 ■: 
$410.00 ■ 
$150.00 8 


si rroaammma 

GFA Basic 3.5 $98.00 

Shoot Tm Up Const. $18.00 


Chord Magic 
Edit Track II 
Ludwig 
MIDI Draw 
Mote Wizard 
Mote Wizard 
Scale Master 


$37.00 ^ 
$71.00 ■: 
$94.00 g 
$53.00 Jj 
$37.00 lj 
$37.00 If 
$37.00 m 


Data Manager ST 

$51.00 

DEGAS Elite 

$28.00 if 

Deluxe Paint 

$61.00 p! 

Desktop Publisher 

$81.00 8 

Flash 

Stalker/Steno 

$14.00 ft 
$18.00 §| 

Word Flair 

$ 62.00 81: 

Word Writer ST 

$56.00 ■ 


3.5 Floppy 

Disk 


1st Person Pinball $20 

After Burner $16 

Boxing Manager $16 

Castle Warrior $16 

Chambers of Shaolin $21. 

Clown O Mania $21. 

Gemini Wing $21. 

Ghosts M Goblins $21. 

H.A.T.E. $21. 

Mightdawn $16. 

Ninja Spirit $27 

Pac Land $21. 

Purple Saturn Day $27 

Slayer $21. 

Soldier 2000 $24 

Sonic Boom $27 

Switch Blade $21. 

Tech $10. 

Theme Park Mystery $27 

Time $23 

Time Machine $27 

Turbo Out Run $21. 

Wipe Out $21. 


i-W«r 


$30 for 50 disks 

$45 for 100 disks 

All disks are new 

DS/DD and warrantied 

for 

one 

year! n —“~r /TaR 


$ 20.00 » 
$16.00 jj 
$16.00 §f 
$16.00 If 

$21.00 g 
$21.00 8 
$21.00 8 
$21.00 jjf : 
$21.00 jjg: 
$16.00 | 
$27.00 ft 
$21.00 V; 
$27.00 R 

$21.00 §r 

$24.00 8 
$27.00 
$21.00 8 
$10.00 R: 

$27.00 R" 
$23.00 ■ 
$27.00 p 

$ 21.00 J | 
$ 21.00 ft 


'*<>(! hi,. 0n * 

/} 


Games 


8.00 p Atomic Robo-Kid 
12.00 | Atomix 
16.00 1 Block Out 
Captive 
Dan Dare II 
Defenders of/Earth 
| j c ]/ Falcon 
' 1 ^ ^ Final Conflict 

F Flood 

Future Basketball 

Gretzky Hockey 

Heros (4 games) 

Hollywood Coll. (4 games) 

Hoyle Book of Games 

Interphase 

Klax 

Leaving Teramis 
II 0 'W Legend of Faerghail 
i . j Lost Patrol 
miea Jj0tus Fspirit 
Mean Streets 
Midnight Resistance 
^ Mindbender 

. ’" i Murders In Space 

Might Breed 
y\ Might Hunter 

North & South 
Operation Harrier 
ii i n i i a a i n i rl Oriental Games 
Paradroid 


$29.00 ^ 
$23.00 jj| 
$29.00 ft 
$29.00 | 
$23.00 §j 
$18.00 ■ 
$31.00 §. 
$29.00 ■ 
$32.00 S 
$29.00 ■: 

$ 31.00 K 
$35.00 K 
$35.00 S 

$21.00 I 

$23.00 S 
$23.00 ■ 
$23.00 B 

$28.00 m 

$29.00 m 
$29.00 Iff 
$29.00 I 
$29.00 g: 
$23.00 B 
$29.00 ■: 
$29.00 m 
$27.00 ■ 
$29.00 I 
$29.00 gj; 
$29.00 If 
$32.00 ft 


Photon Storm 

Plotting 

Populous 

Power Monger-Populous II 

Professor Mariarti 

Pyramax 

Rainbow Islands 

Rick Dangerous 

Rotox 

Shadow Warriors 
Sim City 
Simulcra 
Star Blaze 
Star blaze 
Street Hockey 
Supremecy 

Teenage Mut Nija Turtles 

The Curse of Ra 

The Flinstones 

The Untouchables 

Tie Break Tennis 

Torjak the Warrior 

Tusker 

TV Sports Football 
Vaxine 

Venus the Flytrap 
Warhead 
Web of Terror 
Wings of Death 
Yolanda 


$23.00 _ 

$ 35.00 jj: 

$33.00 I 
$36.00 M 
$23.00 gf 
$23.00 |1 

$18.00 M 

$34.00 ■ 
$29.00 _ 
$29.00 “ 
$31.00 
$29.00 
$12.00 
$29.00 
$29.00 
$35.00 
$35.00 
$29.00 
$12.00 
$29.00 R 
$29.00 
$29.00 
$29.00 
$38.00 
$29.00 
$29.00 
$29.00 
$23.00 
$32.00 
$23.00 


Prepayment methods include money order, cashier's check, personal check. Master Card, and Visa. 
Orders paid by personal check will ship after the check clears. Please add $5.00 for COD orders. Add 
$5.00 for shipping. Credit cards accepted only if your telephone is listed in your local directory and 
matches your mailing address. No software returns accepted witout RMA. Please add a 20% 
restocking fee for all non-defective returns. NO SURCHARGE FOR CREDIT CARDS 
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Future Wars 

Breathtakingly Beautiful Cinematic Time Travel 

Review by Alfred C. Giovetti 


Well, here we are again gath¬ 
ered near a fire or other device 
designed to produce comfort in 
comparison with the prevalent local 
environmental conditions. We all 
seem to have settled in with a 
favorite libation and we are sharing 
a conversation over the advantages 
and disadvantages of recent forays 
into the unknown and dangerous 
world of an adventurer. Now I ask 
your indulgence for a few moments 
concerning my latest trek to the 
outback of unreality. And when the 
tale is told, I would value your 
considered opinion and comments 
on the tale and the telling. And so it 
begins anew. 

Beautiful Award Winner 

Future Wars is one of the most 
beautiful computer games I have 
ever seen. Future Wars’ computer 
graphics approach art in their 
beauty and the finesse of their 
graphic displays. The game in¬ 
volves arcade sequences which I 
tolerated just to see the next beau¬ 
tiful screen. The plot is not bad, 
either. Future Wars is from the 
French game design group, Del- 
phine Software, and has won 
awards from “Tilt” and “Generation 
4” magazines. 

Future Wars was runner up for 
the Best Quest of the Month award 
from “Questbusters” magazine. 
Interplay Productions has the rights 
to U.S. Distribution of the Atari ST, 
Amiga and IBM versions of the 
game. Interplay was so impressed 
with the game that they agreed to 
put the game under their masthead 
in the United States. I was similarly 
impressed. 

A New Game System 

Future Wars is the first release 
of the new “Cinematique” system 


of graphic adventures. The “Cine¬ 
matique” system uses a mouse to 
control inventory management, 
conversation and character move¬ 
ment. The point and click mouse 
interface uses a series of pop-up 
text and command menu windows 
to completely eliminate the need for 
a parser, thus making the game as 
user friendly as possible. The MS- 
DOS version of the game has a 
keyboard interface that allows the 
use of the keyboard, number pad 
and “QWEASDZXC” keys to control 
the cursor and movement in eight 
directions. 

In order to complete the game, 
you will need to use a mouse or 
joystick interface. Many arcade 
sequences cannot be completed 
using the sluggish and imprecise 
movement of the keyboard inter¬ 
face. The mouse is necessary to 
complete the fire fight outside the 
alien ship, where at least 30 “crou¬ 
tons” must be targeted and shot 
before they shoot you and end the 
game. The mouse interface is 
sophisticated and easy to use, pro¬ 
viding the precise and quick control 
necessary for the successful com¬ 
pletion of the arcade sequences. 

Cinematic Adventure 

Future Wars is an animated 
adventure similar to those currently 
being produced by Sierra and 
Lucasfilm except that no parser is 
used and no typing is required. All 
actions can be completed via the 
ten function keys and a mouse 
interface. The keyboard can also be 
used for all actions, but with less 
efficiency where the arcade 
sequences are concerned. The ten 
function keys control the actions of 
examine, take, inventory, use, 
operate, speak, display the action 
menu and display the user menu. A 


sample action could be completed 
by the following sequence: click on 
“use” (or push F4) from the action 
or activation menu, click on an item 
from inventory, and click on tree, a 
section of the animated display. 

The Evil Croutons 

The evil Croutons have crawled 
out of your salad and by the 44th 
century have evolved into an evil 
humanoid race bent on subjugating 
the galaxy to their will. Well, not 
exactly. “Our hero” mistakes the 
protagonists, the Evil crughons, for 
croutons and a running joke is born. 
The plot is humorous, but not that 
silly. “Mankind’s future depends 
upon the player’s abilities to criss¬ 
cross through time, solve intriguing 
puzzles, successfully combat a 
wide assortment of mutant mons¬ 
ters and alien storm troopers, and 
perform a miraculous rescue or 
two.” 

The plot of the game is an old 
one. The evil army of near human 
monsters is trying to take over the 
world, and (you guessed it) we, in 
the persona of a 20th century 
window washer, are recruited to 
stop it. 

In the beginning “our hero” is a 
20th century window washer on a 
skyscraper in some large modern- 
day city. “Our hero” revenges him¬ 
self on a cretin (no not crouton) of 
a boss, and while hiding from the 
now enraged superior, stumbles 
upon a time machine behind a 
secret panel. The time machine 
transports “our hero” to the Middle 
Ages and the adventure begins. 
You, in the form of your alter ego, 
or, “our hero,” bumble and battle 
your way through evil Middle Ages 
monks, a future war-torn holocaust 
landscape and civilization and a 
cretaceous panoramic landscape 
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battle with crouton antagonists. 
Finally, you track the evil army to 
their orbiting space fortress which 
you manage to destroy and eva¬ 
cuate in the nick of time. Along the 
way you manage to save the beau¬ 
tiful curvaceous planetary defense 
agent heroine named Lo’Anne who 
falls immediately for your window¬ 
washing charms. 

The Plot, Boss, the Plot? 

Future Wars’ plot is linear. Each 
part of the game has a series of 
screens and puzzles for you to 
solve. After solving the series of 
small puzzles you are rewarded 
with an animated story telling 
sequence which carries you to the 
next series of puzzles and screens. 
You solve the puzzles by searching 
the beautiful art-like screens for 
items that you use to solve the 
puzzles. Often the items for which 
you are searching are as small as 
one pixel in size. Once you solve a 
series of small puzzles you move 
onto a new section of the game 
and you are not permitted to go 
back and redo the previous section 
of the game. If you miss picking up 
an essential item, you must re-boot 
and go back to an earlier save 
game and get the required item. 
This process requires multiple save 
games. 

Future Wars allows you to save 
10 games per hard disk or floppy 
diskette. Even though I ran the 
game on my hard drive, I found it 
necessary to save the game on 
multiple floppy diskettes to accom¬ 
modate all the save games needed 
to make sure I would be able to go 
back to any part of the game and 
pick up the missed items. 

Future Wars’ plot is very enter¬ 
taining. After searching the Middle 
Ages area thoroughly you even¬ 
tually find out that the evil croutons 
are from Betelgese and are at war 
with the Earthlings of the 44th 
century. 

The war is fought by jumping 
back and forth in time via time 
machines in an attempt to use time 


to get an advantage against the 
other side. The croutons try to set 
bombs in the areas where planetary 
defense shield generators will be 
positioned in the future. The bombs 
are set to explode in the future after 
the shield generators are in place. 
Your job, and the job of the plane¬ 
tary defense agents whom you are 
helping, is to go back into the past 
and prevent the planting of these 
bombs and destroy the orbiting 
crouton space fortress. A real nice 
touch is an explanation of the 
earth’s prehistory by some of the 
events generated by the conflict. 

Arcade Sequences 

Some game players found the 
arcade sequences in Future Wars 
frustrating and annoying; and oth¬ 
ers found the level of excitement 
enhanced by the arcade se¬ 
quences. The arcade sequences 
are time limited. You race against 
the clock. You should save the 
game before every arcade 
sequence. Each arcade sequence 
may take many tries before you get 
it right. 

One sequence requires map¬ 
ping. There is a six-minute 
sequence at the end of the game 
where you have to go down to the 
computer room, disable the bomb, 
then go up to the medical shuttle to 
get off of the space station before it 
explodes. It was necessary to map 
the 16 level maze, which was three 
computer screens wide. Each 
computer screen was two levels 
high. Once you have mapped the 
maze, you will be able to complete 
the maze in the required six 
minutes. You have three minutes to 
get down to the computer room 
and three minutes to get off of the 
space fortress. It took many tries 
from the save to construct the 
maze, however. 

Great Features 

Future Wars sounds as good as 
it looks. There is a sophisticated full 
musical score and realistic sound 
effects. The IBM version supports 


sound boards and the Atari ST 
version supports MIDI. The sound¬ 
track is reputed to be available on 
CD for use on your home stereo. 
And if the sound becomes annoy¬ 
ing, you can easily switch it off with 
a key press ([Ctrl]+S). 

Future Wars does an admirable 
job keeping an even, witty and 
humorous tone throughout. Many 
situations arise where the computer 
makes humorous comments upon 
what is happening in the game. It is 
rare that the right amount of humor 
is added to a game. Future Wa/s 
adds enough humor to keep you 
interested and entertained as you 
move along from one puzzle to the 
next. 

Future Wars provides a con¬ 
venient user menu which is just a 
key press away (F10). The mouse 
or the F10 key can be used to 
access the mouse pop-up menu 
window. The user menu allows for 
convenient access to the functions 
of “Pause” game, “Restart” game, 
change “Backup Drive,” “Load” a 
saved game and “Save” a game in 
progress. You need not quit when 
saving. Like Sierra games, you are 
permitted to give your own 
description for each of the ten save 
game slots. If you die it is easy to 
load a save game without having to 
re-boot the game. The process of 
loading is simple and quick. 

What You Get 

Future Wars comes in a 9x7x1 
inch, hard-sided slipcased box. In¬ 
side the box is over 1 megabyte of 
program on the double density 
disks provided. In addition to the 
disks, the box contains a four page 
manual with a copy protection gra¬ 
phic, a version reference card and a 
product registration postcard. The 
back cover of the manual is the 
copy protection scheme. There is 
no on-disk copy protection. After 
booting the game you match a 
black and white screen display with 
the full color graphic on the back 
cover of the user’s manual. You 
identify the colors of two paint 
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splotches on the pants leg on the 
graphic, and if you answer correctly 
you are allowed to continue with 
the game. You are required to go 
through this copy protection routine 
only one time when you boot the 
game. Unless you quit to DOS no 
further copy protection is required. 

The four page manual along 
with the version reference card is 
adequate to the task of explaining 
how the game operates. The small 
size of the quite excellent manual 
reflects the simplicity of play in¬ 
volved with the “Cinematique” 
game system. The manual even has 
room for one column of “Advice to 
New Players,” and a walkthrough 
for the first part of the game in a 
second column. Mediagenic, Inter¬ 
play’s distributor, has reported that 
a hint book is available, but it has 
yet to be offered in stores or to 
distributors. Interplay provides a 
technical support number which 
answers questions and provides 
hints for those who get stuck or 
wish to know something more 
about how the game operates (1- 
714-549-2411). 

Reservations 

Future Wars “Backup Drive” 
utility and save game feature only 
accommodates drive letters up to 
E. Some systems have many more 
drives or drive partitions than 3, 
especially with the Atari ST where 
the largest drive partition permitted 
is about 15 megabytes. The time 
limited arcade sequences in Future 
Wars proved tedious and frustrating 
for some who have played the 
game. 

Future Wars copy protection 
works fine for someone with normal 
eyes. However, someone with eye 
problems will have trouble booting 
the game and getting through the 
copy protection scheme. I often 
found myself rebooting the game 
after failing the copy protection test 
and my eyes are as near perfect as 
the average individual is going to 
get. The colorful graphics and one 
pixel resolution is murder on 


someone with color blindness or 
astigmatism. The colorful graphics 
and one pixel resolution of impor¬ 
tant items would also be unforgiv¬ 
ing for someone with eye problems. 
It is ironic that one of the greatest 
features of the game may prove to 
limit the appreciation of this product 
for those with vision impairment. 

My only other reservation is 
more of a compliment. I felt the 
game was too short. I look forward 
to seeing more games from Del- 
phine Software. The end game 
animated sequence hints of a 
sequel, even though Interplay is not 
saying anything about this area. 

Conclusions 

Interplay was right about Future 
Wars. Interplay benefits from its 
association with this animated 
adventure. Future Wars goes 
beyond the cartoon-like animated 
sequences of other animated 
adventures. The animation reminds 
one more of a movie (Cinematique) 
than a cartoon. European games 
often miss the mark where quality 
and playability are concerned: not 
so Future Wars. Future Wars plays 
well and has high quality through¬ 
out. You will want to play this one 
through to the end just to see the 
beautiful animated sequences. 

Future Wars is not for 
everyone. If you like Sierra and 
Lucasfilm games, you probably will 
like this one. Many computer role- 
playing adventure gamers (CRPG) 
have said that they enjoyed this 
one. I was one of many diehard 
CRPGers who played it through to 
the end. If you like Sierra or Lucas¬ 
film animated adventures, give this 
one a chance and you will like it. 

Interplay Productions, 1575 Cor¬ 
porate Drive, Costa Mesa, CA 
92626, Telephone 1-714-549- 
2411. & De/phine Software, France. 

Future Wars Hints: 

Warning: Do Not Read Any 
Further Unless You Want Hints On 
How To Win At Future Wars. 


General Advice. Future Wars 
has several time dependent anima¬ 
ted sequences where you race 
against the clock to complete 
several successive tasks. If you do 
not “beat the clock” you die. These 
animated sequences include the 
coded door in the skyscraper, the 
teleport in the skyscraper, the fire 
fight outside the crouton ship, the 
invisibility pill sequence on the 
crouton space fortress, and the 
maze down to the crouton space 
fortress computer center. 
Apparently, all other arcade 
sequences are not time dependent. 
Be careful to search for essential 
items before moving onto the next 
screen. 

Future Wars requires that you 
examine some items closely in 
order to be able to activate the 
items. When you examine the item 
a popup window emerges showing 
you an enlarged portion of the item 
examined. This works with maps, 
control panels, etc. 

The Walkthrough. Future Wars 
has a walkthrough for the first 18 
moves of the game on page 4 of 
the game manual. After going 
through the door to the office on 
the right hand portion of the screen 
with the bathroom in the skyscraper 
close the door you just entered 
(operate door) and open the 
cabinets below the shelving behind 
the door with your key. Examine the 
typewriter ribbon for the automatic 
door code. Search the desk for a 
small piece of paper and get the 
paper. Use the flag from the bath¬ 
room on the map to open up the 
secret passage. When you use the 
flag on the map, look closely (exa¬ 
mine) the map for a little hole. Use 
flag on the hole in the map. Save 
the game. Slow down the animation 
by pressing the key, on the 
numeric key pad, repeatedly. You 
only have a few seconds to enter 
the code on the typewriter onto the 
key pad to the right of the triangle 
shaped door, and to enter the door 
once the door opens. Save the 
game. 


Page 48 


Current Notes 


Vol. 11, No. 1 



CN Review 


Atari ST/Mega 


Go to the machine, in the 
center of the room, that looks like a 
copy machine. Push the red button, 
then the green button when the 
paper falls out, get it. Put the paper 
from the desk drawer into the slot 
on the machine. Push the green 
button and step into the light beam 
to the right of the machine before 
the “crouton” fries you. This may 
take a few tries to get the timing 
right. 

The Middle Ages. Be sure to 
walk only on the dark portions of 
the swamp or you fail in and drown. 
Walk to the left. Save game when 
close to insects. Use insect repel¬ 
lent on insects. Get pendant (one 
pixel) on ground near left hand side 
of screen. Walk off left hand side of 
screen. Walk to tree near lake, get 
rope from base of tree. Use rope on 
tree near where large limb comes 
off to climb tree and wait until a 
man comes to the lake for a swim. 
Put the man’s clothes on. Walk off 
the left side of screen. Walk around 
the castle to the back and off the 
screen behind the castle. Walk to 
tree. Operate tree until coin falls 
from monk’s cassock hanging on 
limb. Get coin. Go back to the inn. 
Give coin to innkeeper and listen to 
the conversation in the inn. Go the 
castle gate and show pendant to 
the guard. Talk to the noble. Steal 
lance from castle gate guard. Use 
lance on monk’s cassock in tree. 
Put cassock on. Save game. Go to 
lake and fill the plastic bag with 
water. Go off the bottom of the 
castle screen. Use bag of water on 
wolf guarding bridge. This may take 
several tries. 

The Monastery. While in the 
monastery hallway, walk near walls 
and always walk clockwise. Go 
through west door in hallway. Talk 
to monk at altar. Follow his instruc¬ 
tions (the abbot is through the east 
hall door.). Talk to abbot. Get cha¬ 
lice from altar of west room. Go 
through the north door and use 
chalice on casks until you get wine. 
Take wine to abbot. When abbot 
gets drunk search him. Take remote 


control. Use the remote control on 
the furniture to the west two times. 
Go to wine cellar, climb ladder and 
use remote control on topmost 
barrel. Crawl into barrel. Look at 
case holding Lana. Find the gas 
canister on the lower left hand side 
of the glass case holding Lana. 
Operate case and liberate Lana. 
Relax and enjoy the cinematic 
sequences. Save game. 

4315 A.D. When you arrive in 
the year 4315 you will need to find 
the sewer entrance in the screen to 
the left of the screen you enter the 
era in. You will need to find a 
blowtorch and some fuses and 
enter the sewers. The entrance to 
the sewers is through a sewer 
manhole. You may have to operate 
the rubble in the middle of the 
screen. Save game. 

The Sewer. Enter the sewer 
entrance and go to the right until 
you find a gas tap connected to a 
pipe about waist high on the sewer 
wall. Fill the blow torch at the gas 
tap. Keep going until you find a 
monster that is attacking a woman 
and her child. Use blow torch on 
monster. Climb ladder produced by 
mother. Use lance on the TV moni¬ 
tor over the middle of the two doors 
in the center of the screen. Enter 
doors. Save game. 

Metro Station Newspaper. Go 
to the newspaper dispenser in the 
west part of the screen. Look in the 
coin return and get coin. Put coin in 
coin slot. Repeat procedure until 
the broken machine gives you a 
newspaper. You may have to hit the 
machine several times. It took me 
quite a while to get this one right. I 
had to let many trains go by before 
I finally got the newspaper. Take 
the subway train. Get off subway 
train at next station. Talk to the 
woman. Go off the screen to the 
south. Look at fuse box in the 
upper left corner of the screen. Find 
the one pixel broken fuse and 
replace it with a good fuse. Go 
back to the north. Talk to the 
woman, look at cop and sneak past 
the cop who is now watching tele¬ 


vision. Go up the escalator. Enjoy 
the ride. Save Game. 

Crouton Holding Cell. When in 
the cell on the alien ship use your 
key on the ventilation duct grating 
to remove the grating, use gas 
capsule on air duct and use paper 
on air duct. Pick up anything you 
find in the control room of the ship. 
Enjoy the next animated sequence. 

Cretaceous Shoot Out. When 
you arrive in the cretaceous era, 
move down left (south west) 
repeatedly (push the “z” key or ”1” 
key on number pad) to get down 
the hill. Save game. Use the mouse 
and the left mouse button to shoot 
all the croutons. There are over 30 
of them. Lo’Anne gets shot. Search 
Lo’Anne. Get invisibility pill and 
pendant. Use the pendant on 
Lo’Anne. Search the crouton lying 
to the left of the ramp of crouton 
ship. Get magnetic card. Enter ship. 
Use magnetic card on the card 
reader on the wall to the right of the 
door to the control room of the 
ship. Operate glass case at the 
bottom center of the screen to 
open it. Get uniform and put 
uniform over the TV camera to the 
left of the entrance door. Operate 
case to open. Click on case with 
mouse to get into case. Operate 
case to close the case. Save game. 

Crouton Space Fortress. As 
soon as you land on the crouton 
space fortress, move quickly to the 
wall to the left of the cabin entrance 
door under the control panel and 
wait until the door to the cabin is 
almost fully open before taking the 
invisibility pill. Have the command 
use pill on in the machine with the 
mouse cross hairs on “our hero.” At 
the crouton space fortress you have 
a very short time to take the 
invisibility pill, walk out the door, go 
down the ramp, then walk toward 
the bottom of the screen around 
the crouton at the bottom or the 
ramp between the bottom of the 
screen and the boxes and walk 
“behind” the boxes (between the 
bottom of the screen and the 
boxes). Walk from the bottom cen- 
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ter of the screen to the bottom left 
side of the screen until you can go 
no further left. If you turn visible 
before you are “behind” the boxes 
at the bottom of the screen, you will 
be killed. You may have to repeat 
this sequence of events many times 
until you can do it fast enough to 
be “behind” the boxes before you 
become visible. At the bottom of 
the screen, you will run into a box 
by going left. Operate the box to 
the left of you and get in the box. 
Save game. 

Maze Mapping in Time. Once 
in the store room enjoy the next 
animated sequence. Once you go 
out the door to the north of the 
store room the timer for the maze 
will start running, so save the game 
before exiting the door. You should 


map this maze to get through it in 
the 3 minutes necessary. You will 
need the other 3 minutes to 
escape. The sequence is right a 
screen, down a level, right, down 
two levels, left, down, right, down 
two levels, left, down two levels, 
left, down four levels, right, up, up, 
right, up three levels, right half a 
screen, down five levels, left, down, 
right, down, left three screens, 
down one level, right three screens. 
Enter computer room. Walk to 
computer console on the left center 
near the window. Look at computer, 
operate computer, look at console, 
use card in console. The pendant 
should take over and deactivate the 
bomb. 

In order to get to the first aid or 
medical shuttle you repeat the 


above sequence through the maze 
in reverse order except that when 
you get to the seventh level you go 
left instead of right to the door with 
the two large arrows. When you 
enter the door the game is over and 
the clock stops running. You now 
can now relax and enjoy the ending 
animated sequence. 

I hope this solves any concerns 
that you may have had concerning 
the completion of this game. I 
guess I must be going. Why don’t 
you stay and enjoy yourself. Have a 
drink on me. Listen to a few more 
stories. Until next time, thank you 
for your support and I guess I will 
see you on the boards. Oh, and do 
not forget our meeting here next 
month. 
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Rename files j 
or folders 
anywhere, 
anytime. 


Configure to 
your taste. 
Choose 12 file 
narrow or wide 
display, or new 
36 file wide 
mode. Self con¬ 
tained modifi¬ 
cation program 
makes UIS.II1 
even easier to 
customize. 

Here’s what others say: 

“There are always some utilities 1 
always have booted up, including 
Universal Item Selector, (1 prefer 
the extra features it offers even 
over our own START Selector).” 

Andrew Reese, 
Editor START 




Other features: Use Wildcards to find & process files. Hide or unhide files to t id directory clutter. Show or 
not show hidden files. Lock or Unlock single files or groups of files. Reset your computer from the keyboard. 
Select Paths with function keys. Select Sort Order from keyboard. Item Sele- for can be repositioned on 
screen. Scrolls and sorts faster than UIS.II. Comes with new user manual acd quickcard for Version 3.0 
changes. You never have to use the desktop to manipulate files again. You never hesitate to manipulate files, 
because you can do it anywhere, anytime. Use in all resolutions (Low, Medium, High). UIS.IIl is only 29K long, 
and doesn’t waste memory. FREE RAM disk and print spooler program included w.th orders. 




Application and Design Software 

120 NW “E” Street, Grants Pass, OR 97526 
Order desk open 10AM to 5PM Pacific Time 
Visa or Mastercard Orders: (503) 476-0071 oi FAX (503) 479-1825 


“We found the Universal Item 
Selector to be extremely useful, 
and we gave it our highest recom¬ 
mendation.” 

Paul Freeman, Pres 
Baltimore Atari Computer 
Entusiasts 

“Your UIS.II has been a fantastic 
time saving program without eat¬ 
ing a lot of memory...” 

Tom Haycraft 
Galveston, TX 
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Star Light, Star Bright 

While participating in a seminar 
for science teachers last year, I 
decided to develop a lesson involv¬ 
ing star brightness (stellar magni¬ 
tude). I needed to know how many 
stars were in each of several dif¬ 
ferent magnitude ranges. That in¬ 
formation was harder to find than I 
had expected. In fact, I never did 
find data for the fainter stars. 

This summer, as part of an 
educational project to pioneer the 
use of CD-ROM technology in the 
science classroom, I was presented 
with the entire Yale Catalog of 
Bright Stars on CD-ROM. The Yale 
Catalog is an extensive database of 
the characteristics of the 9096 
brightest stars, and I was looking 
forward to using it. Unfortunately, 
the information was in text format, 
and no convenient way of access¬ 
ing it as a database was suggested. 

I tried loading it into a spreadsheet, 
and had hopes of graphing some of 
the characteristics, but the data¬ 
base was too large to handle. In the 
field, each astronomer who uses 
this data evidently designs his or 
her own software to access it with 
particular research needs in mind. 

What I needed was a general 
star database which could retrieve 
and display information about the 
characteristics of stars in a useful 
format. Little did I know that J. 
Andrzej Wrotniak was at that 


moment putting the finishing 
touches on just such a program, 
appropriately called Star Base. 

Star Base, which is distributed 
by Debonair Software, is obviously 
very narrow in application, but what 
it does, it does well. The entire 
program employs familiar GEM pull 
down menus and point and click 
interface (except where alphanu¬ 
meric data must be entered). Most 
menu choices have keyboard equi¬ 
valents. Multiple windows can be 
opened at the same time, and you 
can switch between them. When 
excessive choices would clutter up 
the screen, “buttons” are utilized 
which present further lists of selec¬ 
tions in the form of a pop-up 
menu. It will work with either mono¬ 
chrome or color monitors, but looks 
better in the high resolution mono¬ 
chrome mode. It also supports the 
Moniterm monitor. 

9,096 Stars 

Star Base allows you to select 
and sort stars from among the 9096 
stars in the Yale Bright Stars Cata¬ 
log and display information about 
them in text, map, or graph format. 
It will require a full megabyte of 
memory to access the entire data¬ 
base. The selection can be limited 
by defining limits for each of 
several criteria (“fields,” in data¬ 
base talk). 

For example, you could list, 
map, or plot all the stars which have 


a magnitude between 2.5 and 3.5, 
are in the blue temperature range, 
and are closer than 100 light years. 

What you cannot do is graph 
the different characteristics against 
each other. Only one set of criteria 
can be graphed—the most impor¬ 
tant one, absolute magnitude ver¬ 
sus color (producing the Hertzs- 
prung-Russell diagram). Star Base 
also lets you display and map 
information about the Sun, Moon, 
and planets, and you can print out 
any of the information displayed 
throughout the program. 

Menu Options 

After booting up the program 
(which is not copy protected) and 
getting past the title screen, you are 
presented with a simple menu bar 
across the top of the screen, invit¬ 
ing you to start clicking away. The 
options are Desk, File, List, Map, 
Plot, Find, Options, and Help. 

The List menu is the place to 
start. That’s where you select the 
stars with which to work. I highly 
recommend that you select a sub¬ 
set of the entire database before 
trying out the other features of Star 
Base, because some of the other 
functions, such as mapping, can 
take a while if you are using all 
9096 stars. 

After you have clicked on List 
and Select stars, you are presented 
with a selection box within which 
you type limiting criteria (see 
figure). You can specify high and 
low values for visual magnitude 
(apparent brightness), absolute 
magnitude (actual brightness), color 
index, spectral class, and distance. 
Enter only the criteria you wish to 
specify. 

You can then list the stars you 
have just selected by clicking on 
List stars. The data window dis¬ 
played will show the Yale number 
for the star, a three-character 
Bayer or Flamsteed abbreviation for 
the star and its constellation, an 
indicator for multiple stars, location 
in equatorial coordinates, apparent 
visual magnitude, color index, 
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parallax or distance in light 
years (you can toggle bet¬ 
ween the two), spectral 
class, luminosity, and the 
absolute magnitude (com¬ 
puted). An indicator in the 
bar across the top of the 
screen tells you how many 
stars have been selected. 

Clicking on a star in the 
list will display the full data 
on the star in a dialog box. 

Double clicking on a star 
will tag it for later use. If you 
want to rearrange the order 
of the list, you can click on 
Order stars and specify the 
criteria on which to sort in either 
increasing or decreasing order. 

Included under the List option 
is a Solar System window, in which 
the location, distances, and 
approximate visual magnitude, and 
phase (for the earth’s moon) are 
displayed for the sun, planets, and 
the moon. 

Mapping the Sky 

The next choice on the main 
menu is Map. When you look at the 
stars at night, they appear to be on 
a large dome over your head. For 
the purposes of mapping the stars, 
we treat them as if they were 
actually on a great celestial sphere. 
Mapping that sphere holds the 
same problems as mapping any 
sphere on a plane surface—distor¬ 
tion is introduced. (Imagine trying to 
flatten an orange peel on a flat 
piece of paper.) 

There are a variety of ways to 
deal with this problem, resulting in 
different map “projections.” Star 
Base gives you the choice of four 
different map projections; Mercator, 
stereographic, orthographic, and 
Aitoff. You don’t have to know the 
difference to use Star Base—just 
experiment. In fact, you may learn a 
lot by experimenting with this pro¬ 
gram! 

You select the projection by 
clicking on the Map menu and then 
Select map parameters. From the 
same resulting dialog box, you can 


select the projection frame and the 
grid frame. These determine the 
reference points for your map, 
which can be the equator of the 
earth, the galactic plane, the plane 
of the earth’s orbit (the ecliptic), or 
your horizon. 

Note: the horizon option won’t 
appear unless you have specified 
your latitude, longitude, and time 
using the Set horizon frame func¬ 
tion under options on the main 
menu. Watch the format for date, 
and you’ll have to calculate Univer¬ 
sal Time or Greenwich Mean Time. 

All of the coordinate systems 
resemble latitude and longitude on 
earth, but the zero degree latitude 
line (which is the equator on earth) 
can be the ecliptic (the apparent 
path of the sun), the galactic plane, 
your horizon, or the celestial equa¬ 
tor. With Star Base, you can 
actually display a map in one refer¬ 
ence frame and overlay the grid 
from another reference frame! You 
also need to specify the center 
point for your map; in other words, 
what coordinates 
will be in the 
center of your 
screen. 

Know Your 
Coordinates? 

The symbo¬ 
logy here could 
be a little con¬ 
fusing for a 
novice star 


gazer. The equivalent 
of latitude and longi¬ 
tude in these systems 
have different names, 
and different Greek 
and Arabic letters are 
used to represent 
them. For instance, in 
the equatorial system 
“longitude” is right 
ascension, represen¬ 
ted by the Greek 
alpha, and “latitude” 
is declination denoted 
by delta. In the hori¬ 
zon system it’s A for 
azimuth, and H for 
altitude. Entering angle coordinates 
is somewhat inflexible in order to 
avoid mistakes. A plus or minus 
sign is allowed only in the first 
position, and all number positions 
must be filled in, even if they are 
zeros. Star Base will let you know if 
you did otherwise. Obviously, you 
need to know something about 
coordinate systems to master this 
program. The other option you have 
in map parameters is scale. 

Drawing Your Map 

Clicking on Draw map will put 
you in the map window, and you 
can watch the stars populate the 
map one by one, using different 
symbols to represent different 
magnitudes (unless you specify 
otherwise). If you previously clicked 
on Selected stars only, then only 
the subset you selected will be 
drawn. When the map display if 
complete, clicking on any star will 
reveal information about that star in 
the information line of the map 
window. If no star is at the exact 
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point of clication (how about that 
word!) the information line will dis¬ 
play the coordinates of that point. 

The sun, moon, and planets 
can be added to the star map if you 
choose. 

Selecting Plot from the main 
menu allows you to create an 
Hertzsprung-Russell plot of abso¬ 
lute magnitude versus color for 
selected stars. If you have pre¬ 
viously drawn a map, you can elect 
to plot only those stars on the map. 
You can also click on stars in this 
mode to display information about 
them. 

Using the Find function of the 
main menu, you can specify a star’s 
catalog number or name and have 
it highlighted in the currently active 
window. Partial information is 
accepted. 

Star Base wasn’t really intended 
for the beginner stargazer. Although 
the manual is well written, and the 
program has an on-line help 
manual, some of the basic con¬ 
cepts and terminology of 
astronomy are needed to fully util¬ 
ize and appreciate it. But—with a 
little effort or a lot of experimenting, 
even a novice can use it and learn 
a lot in the process. For those with 
the background to fully understand 
this program, it fills a need which I 
have not seen in any other program 
of its kind. And it does so in a 
polished professional way that we 
have come to expect from Andrzej 
Wrotniak. (After all, when you 


review other software, you’d 
better be good yourself.) 

The list price is $43 from 
Debonair Software, P.O. Box 
521166, Salt Lake City, UT 
84152-1166. Price includes 
one free update. Andrez has 
produced a freeware version 
of the program with some of 
the functions disabled, but 
it’s enough to get the feel of 
the program. 

(Gary Purinton is a plan¬ 
etarium director in Fairfax 
County Public Schools, and 
has been using Atari com¬ 
puters since 1982.) 

[Note: Star Base ($43) and El 
Cal ($44) can be ordered from 
Current Notes, 122 N. Johnson Rd, 
Sterling, VA 22170.] 


C3MPUWARE 


YOUR DISCOUNT COMPUTER CENTER 


* Entertainment 

* Desktop Publishing 

* ATARI REPAIRS 

* IBM Compatibles 
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* Monitors Mail Order 
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Debonair Software 

We do few things. But we do them right. 


Desk File List Map Plot Find Options Help 



3096 STARS 
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Neptune 
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Pluto 
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Star Base 

Interested in astronomy? 
This may be a program you 
have been waiting for. More 
than 9000 brightest stars. 
Planets, Sun and Moon. 
Various projections, refer¬ 
ence frames and magnifi¬ 
cations. Sort, select, find, 
identify — and enjoy. 


Programs by 
J.Andrzej Wrotniak 


El Cal 1.3 

How to improve a classic. 
From senior high to Fermi- 
lab, people are using it — 
and coming back with new 
suggestions. And we listen. 
This new version adds sta¬ 
tistical weights and errors, 
operations on data col¬ 
umns, random numbers, 
complex roots — and 
more. 


□ bedo [r g rrann cgfj; qh > !! 

I SQR ABS XGAU(D,CUR(Y/Zmfl+BX+C*SQ X+D*CU xl 


Echo! Text II Load 


EEM:K1 



Both programs run on any ST or Mega, color or monochrome (Star Data requires 1 MByte). 
MoniTerm and TOS 1.6 OK. Prices include one update. 

To order, send a check or money order for $44 (El Cal), $43 (Star Base) or $81 (both) to 

Debonair Software, P.O.Box 521166, SLC, UT 84152-1166 

Outside continental U.S. and Canada add $5 for shipping. Utah residents add sales tax. 
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Joppa Computer Products 


NEW ST Software 

Fighter Bomber 

25.00 

Sim City 

29.00 

Telegram 

$16.00 

Mission Disk 

20.50 

STalker/STeno 

18.00 

Death Trap 

30.00 

Fontverter 

29.50 

ST Replay 8 

99.00 

Informer II 

59.00 

G+Plus 1.3 

20.50 

STOS 

38.00 

Total Recall 

33.50 

GFA Basic 3.5e Pak 

88.00 

Supremacy 

37.50 

Defender II 

25.00 

(Interpeter & Compiler) 

Templicity - LDW 

23.00 

No Exit 

25.00 

Developer Bk/Dk 

25.00 

Templicity - VIP 

23.00 

Oper. Thunderbolt 

27.50 

G-Shell 

36.00 

The immortal 

31.00 

Xiphos 

23.50 

GEM Utility Pack 

36.00 

Their Finest Hour 

37.00 

Powermonger 

31.50 

Mission Control 

36.00 

TIGER 

85.00 

Syntex 

204.00 

3.5e Upgrade Kit 

24.50 

TIGER Cub 

59.00 

LDW Power 2.0 

103.00 

Harlekin 

59.00 

Tracker ST 

48.00 

Speedball II 

33.50 

Heroes Quest 

34.00 

Turbo C 

299.00 

Nine Lives 

25.00 

Hits Disk #1 

17.00 

(Manual in German) 

Gettysburg 

36.00 

Hot Wire 2.3 

23.50 

Turbo Hard Disk Kit 

30.00 

Dragons Lair II 

35.00 

Hot Wire + (MaxiFile) 35.00 

Ultrascript 

119.00 

Badlands Pete 

25.00 

Hoyles Book Games 20.00 

Fonts 22 

42.00 

Chronicles of Omega 25.00 

Hoyles Book 2 

20.00 

Fonts 10, 11, 12 

31.00 

Prince of Persia 

33.50 

ICD Clean Up 3.20 

22.00 

Fonts 17 

25.00 

Pang 

33.50 

Image Cat 

17.00 

Fonts PS-22 

89.00 

Ninja Remix 

33.50 

Kidgrid, Super 

16.00 

Universal Item #3 

15.50 

Ultimate Ride 

30.00 

Kidpainter 

21.00 

Ultima 5 

35.00 

Slicctop 

29.50 

Kidpublisher, Pro 

21.00 

Virus Killer 

12.50 

Dick Tracy 

30.00 

Laser C 2.0 

110.00 

Word Perfect 4.1 

144.00 

Toyota Celica GT 

33.50 

Laser Db 

47.00 

Word Writer ST 

36.00 

Line of Fire 

33.50 

Lattice C 5.06 

149.00 

Word Up 3.0 

49.00 

Robocop 2 

33.50 

Legend of Faerghail 

23.50 

Xenomorph 

29.00 

Puznic 

33.50 

Leisure Suit Larry 3 

34.00 

Yeagers AFT 2.0 

26.00 

Master Sound 2 

69.00 

Lookit & Popit 

23.50 

Britsh Magazines 

Tournament Golf 

30.00 

Loom 

37.00 

ST Action w/Disk 

7.00 

Weltris 

33.50 

Lotus Esprit Turbo 

33.50 

ST Format w/Disk 

7.00 

Atari ST Software 

Ml Tank Platoon 

35.00 

ST User w/Disk 

7.00 

1st Word Plus 3.20 $58.00 

Mark Williams C 

104.00 

ST World 

6.00 

3 in 1 Football 

22.00 

Mark Williams Debug 43.00 

PC Leisure 

5.50 

Atomix 

25.00 

Maxifile 2.0 

19.50 

PC Plus w/disk 

8.00 

Atomic Robokid 

31.50 

Mean Streets 

31.00 

6 months (incl. postage) 

Back Future Part 2 

31.50 

Midwinter 

23.50 

ST Action w/Disk 

45.00 

Basketball - Pro 

22.00 

MultiDesk 2.1 

18.00 

ST Format w/Disk 

45.00 

Cadaver 

31.50 

Mug Shot 

23.50 

ST Userw/Disk 

45.00 

BSS Jane Seymour 

31.50 

MVG 

35.00 

PC Plus w/Disk 

51.00 

Bloodwych 

22.00 

NeoDesk 3.01 

42.00 

PC Today w/Disk 

51.00 

Data Disk #1 

17.00 

NeoDesk CLI 

18.00 

Michtron Specials 

Calamus 1.09N 

169.00 

Pagestream 1.82 

115.00 

BBS 3.0 

30.00 

Calamus DTP Book 

31.00 

Pagestream Fonts 

24.00 

DASH 

15.00 

Calamus Font Editor 57.00 

Palumbo Fonts 


Fleet Street Pub 3.0 

60.00 

Calamus Outline 

164.00 

Calamus Fonts 

20.00 

HiSoft Basic 

25.00 

Cherry Fonts 

26.00 

Pagestream Fonts 24.00 

HiSoft Basic Pro 

60.00 

Code Keys 

23.50 

Pirates 

20.00 

HiSoft C 

40.00 

Commando 

30.00 

Pro Copy 1.80 

20.50 

ProText 

40.00 

Colonels Bequest 

34.00 

Prospero Products 

Saved 

15.00 

Courtside Basketball 22.00 

C verison 1.1 

89.00 

Tempus II 

25.00 

DC Desktop 2.0 

23.50 

Fortran 2.1 

89.00 

Purchase 3 or more of 

DC Utilities 2.0 

23.50 

Pascal 2.1 

89.00 

the Michtron titles and 

Deluxe Paint II 

62.00 

Developers Kit 

59.00 

recieve a 4th one FREE 

Diamond Back II 

27.00 

Pro Soccer 2190 

25.00 

(our choice) 

with Cache 

32.50 

Quick ST 2.21 

15.50 



Dragonflight 

36.00 

Quick Tools #1 

18.00 

Stik-Grippers $6.00 with 

F-19 Stealth Fighter 

40.00 

Revolver 

29.00 

the purchase of any ST 

F-29 Retaliator 

33.50 

Scan Art #1 

16.50 

Game 


ST Power Pack 

$33.50 

Finale 

$30 


See Other Page For 
Shipping/Ordering Information 

Basement Bargains 

(Quantities are Limited) 

$7.50 - Phobia, Golden Path, 

$8.50 - Out Cast, Outlands, Project Neptune, Roll 
Out, Skyfox, Space Station Oblivion, Star Wars, 
Netherworlds, President Elect ’88, Gold of the 
Realm, Death Sword, International Soccer, Articfox 
$9.50- A Question of Sports, Action Service, 
Alcon, All Aboard, Arkanoid, Bubble Bobble, Ber¬ 
muda Project, Buffalo Bills Rodeo Games, Circus 
Attraction, High Steel, Operation Hormus, Power 
Struggle, Space Harrier II, Demons Winter, Phan- 
tasie III, Questran II, Roadwar 2000, Wargame Con¬ 
struction Set, Wizards Crown, Major Motion, 
Starglider, Moebius, Ogre 

$10.50- Chase, Harrier Strike Mission, Skull 
Diggery, Universal Military Simulator, Lords of Con¬ 
quest, Paperboy, Nebulus 

$11.50 - Grand Prix, Karateka, Cosmic Relief 

$12.50- a.p.b., Bad Company, Bagkok Knights, 
Galaxy Force, Hellraiders, Hyperforce, ISS, 
Mindbender, Mystery of the Mummys, Postman 
Pat, Rock & Roll, Seven Gates of Jambala, Skrull, 
Skychase, Slayer, Soldier of Light, Starblaze, 
Stormlord, Xenophobe, Xenon ll„ Alien Fires 

$13.50 - Bangkok Knights, Bio Challenge, Com¬ 
mando, Barbarian, Chrono Quest II, Menace, 
Nevermind, Stryx, Terrorpods, Terrys Big Adven¬ 
ture, Pro Soccer, 3D Pool 

$14.50 - Army Moves, Atax, Axels Magic Ham¬ 
mer, Bally-Ho, Bombuzal, Chuckie Egg I, Conflict 
Europe, Custodian, Cybernoid II, Desolator, 
Dynamite Duxs, Dr. Doom’s Revenge, Fernandez 
Must Die, Ghostbusters II, Growth, Impossible Mis¬ 
sion II, Interphase, Killdozers, Moonmist, Mr. Heli, 
Platoon, Red Lightning, Scramble Spirits, 
Starbreaker, Star Command, Stellar Crusade,Super 
Cars, Switchblade, Twin Worlds, The Munsters, 
WARP, Zork I, Zork II, Ivanhoe, Shadow Warrior, 
Colorado, Crackdown, Kid Gloves, Tower of Babel, 
Dynasty, Rourke’s Drift, Rotox, Harley Davidson 

$17.50 - Butcher Hill, Conqueror, Klax, Quest for 
the Time Bird, Manhattan Dealers, Galdregon’s 
Domain, Dragon Spirit, Verminator, 

Purchase 4 or more of the above and receive 
FREE shipping (US only). When ordering have 
substitues ready. All titles are NEW and in stock 
for immediate shipping. New titles arriving. 


Bloodwych / TV Sports Football 
Xenon II / Lombard RAC Rally 
Full Blast $36.50 

Carrier Command / Rick Dangerous 
P47 Thunderbolt / Highway Patrol 2 
Ferrari Formula One 
Battlescape Pak $36.50 

Borrodino / Armada 


Ghost and Goblins / Paperboy 
Space Harrier / Overlander 
Heroes $36.00 

The Running Man / Star Wars 
License to Kill / 

Challengers $36.50 

Stunt Track Racer / Kick Off 
Fighter Bomber / Pro Tennis Tour 
Super Ski 


Sega Master Mix $34.00 

Turbo Out Run / Super Wonderboy 
Dynamite Dux / Thunderblade 
Hit Machine $31.00 

Super Cars / Skidz / Switchblade 
Axels Magic Hammer 
Hollywood Collection $39.00 

Batman the Movie / Robocop 
Indiana Jones Last Crusade (Action) 
Ghostbusters 2 



Order Line 
(800)876-6040 
US and Canada 
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(301)676-1948 
Order Status / Tech 


Atari ST Hard Drives 

44Mb Removables Systems 
Complete ST Ready (1-Cartridge) $699 

44Mb Removables and Fixed Hard Drives 


30Mb 40ms 

$949 

30Mb 28ms 

$969 

49Mb 40ms 

979 

49Mb 28ms 

999 

84Mb 24ms 

1089 

85Mb 28ms 

1049 

105Mb 19ms 

1199 

210Mb 19ms 

1579 


Shoebox case only, INCLUDES 1 cartridge and 
ICD AdSCSI Plus Host Adaptor (with clock) 
-$10 for ICD AdSCSI Host Adaptor (no clock) 
$79.00 for Additional Cartridges 

Shoe Box Style Fixed Hard Drives 


30Mb 40ms 

$479 

30Mb 28ms 

$499 

49Mb 40ms 

529 

49Mb 28ms 

549 

84Mb 24ms 

579 

85Mb 28ms 

619 

105Mb 19ms 

779 

210Mb 19ms 

1079 

345Mb 14ms 

1699 

668Mb 14ms 

2299 


Complete SCSI Hard Drive Kit 225 
Includes ICD AdSCSI + Host Adaptor (with clock) 
-$10 for ICD AdSCSI Host Adaptor (no clock) 

ICD Monitor Style Fixed Hard Drives 


30Mb 40ms 

$529 

30Mb 28ms 

$549 

49Mb 40ms 

559 

49Mb 28ms 

579 

84Mb 24ms 

689 

43Mb 25ms 

579 

105Mb 19ms 

799 

210Mb 19ms 

1159 


Complete SCSI Hard Drive Kit 269 
Includes ICD AdSCSI + Host Adaptor (with clock) 

MEGA ST Internal Hard Drive Kits 
43Mb 25ms $399 105Mb 25ms 599 

210Mb 19ms 999 
Includes ICD AdSCSI Micro Host Adaptor plus 
installation instructions. These are low power 
consumption hard drives 

Bare SCSI Drive 

SyQuest 44Mb Removable w/Cartridge 495 

All Hard Drive Systems and Kits are shipped 
with 30Mb+ of PD/Shareware/Demo Software 


Atari ST Hardware 

1 

Atari 1040 STe Computer (1Mb RAM) 

$379.00 

Atari 1040 STe Computer (2Mb RAM) 

489.00 

Atari 1040 STe Computer (4Mb RAM) 

599.00 

Atari SCI435 Stereo Color Monitor 

329.00 

Atari SMI 24 Monochrome Monitor 

169.00 

Atari SF314 DS Disk Drives 

159.00 

Atari MegaFile 30 Hard Drives 

379.00 

Best Electronics ST Mouse 

40.00 

Best Electronics ST Trackball 

52.00 

Cordless Mouse (Practical Solution) 

75.00 

DVT Hard Disk Backup System 

89.00 

Golden Image H/Scanner (w/Touch Up) 

289.00 

Golden Image Mouse 

41.00 

ICD AdSCSI + Host Adaptor (w/Clock) 

94.00 

ICD AdSCSI Host Adaptor 

84.00 

ICD AdSCSI Micro Host Adaptor (Mega ST) 

79.00 

ICD AdSpeed ST Accelerator 

225.00 

IMG Scan 

49.00 

Master 3S DS Drive 

129.00 

Master 3D DS Drive (w/Track Indicator) 

149.00 

Monitor Master (Practical Solutions) 

28.00 

Mouse Master (Practical Solutions) 

23.00 

Migraph Hand Scanner (w/Touch Up) 

325.00 

Supra 2400 Modem (with ST cable) 

105.00 

Supra 2.0 Host Adaptor 

75.00 

Tweety Board (Practical Solutions) 

27.00 

Video Key (Practical Solutions) 

57.00 

J 


FAXed orders deduct $2.00 shipping 


RAM Upgrades + 

Xtra RAM Upgrade (2.5Mb Max) 

Z-RAM (2.5Mb Max) 

Z-RAM (4Mb Max) 

Z-RAM (for Mega ST 2’s) 

AERCO (for 520ST or 1040ST) 

2Mb DRAM Chips (80ns) 

ST/ime Clock Chip 

Forget-Me-Clock II Cartridge 

Atari ST TOS 1.4 Chip Set (2 set or 6 set) 


$105.00 

95.00 

105.00 

115.00 

125.00 

95.00 

42.00 

40.00 

89.00 


3909 Pulaski Highway 


Abingdon, MD 21009 / FAX Line (301)676-2989 



We accept Visa and Mastercard with no additional charge, 
EXCEPT on hard drives, add 3%. All software sales are final. All 
defective products are replaced with the same item. Non-defective 
returns are subject to a 10% restocking fee. All prices and product 
availability is subject to change. 

All orders of less than $20 add an additional $2.00 




































Small World (Continued from p.21) 


Color is handled by changing 
the phosphor. Instead of one type 
of phosphor sprayed on the glass 
that gets lit up, there are three dif¬ 
ferent colored phosphors of red, 
green, and blue. Every “dot” on 
screen is composed of three smal¬ 
ler sub-dots of those colors. We 
then aim the electron beam a bit 
more precisely; instead of just hit¬ 
ting “the dot,” we hit the “sub- 
dot(s)” required for the color we 
want. Any art student will tell you 
that any color can be constructed 
out of these three colors. The over¬ 
all dot then ends up glowing as the 
shade of color constructed out of 
these mixtures. Since we have to 
hit the dots simultaneously, three 
electron guns are required, and 
that’s one reason color is more 
expensive than mono. 

Monochrome is an on-off 
affair; colors can’t be done this 
way, as shades of the three R-G-B 
colors are needed (and that’s why 
it’s called an RGB monitor!). Hence 
the Atari transmits a level of in¬ 
tensity to the electron gun rather 
than a simple lit/unlit. 

Sure, it is possible to do shades 
of monochrome; many computer 
manufacturers, notably Apple Mac 
and NeXT, offer “greyscale,” which 
is just technese for “levels of in¬ 
tensity in monochrome.” NeXT uses 
it effectively to give a neat 3-D 
effect to their software. And optical 
scanners (like MiGraph’s hand 
scanner) often give greyscale 
results back. Atari offers greyscale 
in the TT machine. 

Also note that a color monitor is 
inherently not as "sharp” as a 
monochrome monitor. Your image 
is made up out of discrete dots of 
color, with blackened-out unused 
colors in between, rather than sim¬ 
ple monochrome dots that can be 
allowed to “blur together.” This is 
why monochrome monitors are very 
often preferred for any precision 
monitor work, and why I use a 
monochrome monitor for writing. 


Even my wife Sandy’s Radius color 
monitor for her Mac, an absolute 
top of the line unit, looks plain fuzzy 
in text compared to the mono¬ 
chrome Moniterm unit; I can tell you 
which monitor gets used for every 
day work, and which monitor gets 
used for color image processing! 
Keep this very, very much in mind if 
you’re considering a monitor pur¬ 
chase for the Atari; if you’re doing 
lots of text work and not much 
color, the color monitor might not 
be a good choice, even as good as 
it is. 

The refresh rate is simply how 
many times per second the image 
is scanned onto the screen. This is 
important because, in a fixed 
image, if the phosphor fades out 
before it’s repainted, you get a on- 
off-on flicker. This “flicker” will 
drive you right up a wall, and 
deservedly so! It causes eyestrain 
and other problems in a big way. 
Many European countries have 
passed laws requiring video moni¬ 
tors to refresh at least 70 times per 
second; back in the 8-bit days, 50 
times per second was common, 
and left bitter memories. 

Interlace is something you 
and I don’t have to worry about in 
the Atari world, but is a term used a 
lot. Imagine that your computer just 
can’t shove out the amount of data 
needed to switch (let’s say) a 640 
(dots) x 400 (horizontal scan lines) 
display. So let’s, errr, cheat. Let’s 
do scan line #1, then scan line 3, 5, 
7, and so forth, for all odd lines, on 
one refresh, then do the even lines 
(2,4,6) on the next, then do the 
odds again. 

This results in a display, all 
right, in which every component is 
effectively refreshed 35 times per 
second (half of 70). The computer 
thus only has to output screen data 
at half the speed (35 per second) 
as opposed to full speed. This is 
incredibly visible to the eye and is 
really hard to bear; if you want to 
get a rise out of an Amiga owner, 
ask him if he likes “flicker mode” on 
their machine. Companies make big 
dollars selling “flicker fixers,” which 


just do monitors the way they 
should be done in the first place. 

You people who are going to 
buy an IBM clone: Find out if the 
monitor is interlace or noninterlace. 
If it is interlaced (particularly in so- 
called “VGA” or “Super VGA” 
monitors), then I strongly urge you 
to sit and look at a monitor, read 
text on it, and so forth, bring aspirin 
for the headache and eye strain 
you might get, and see if you can 
stand it before making the pur¬ 
chase. 

Believe it or not, everyday 
American TV is interlaced. The Atari 
800 is an example of getting the 
most that a regular TV can produce; 
that 40 x 24 display is the best a 
regular TV can give you. To get, 
let’s say, 80 characters of text in a 
row that are readable, you must go 
to a non-American TV standard, 
e.g., a computer monitor. The Atari 
800 gave you 320 x 192 in maxi¬ 
mum resolution mode (“graphics 
8”); the Atari ST gives you 640 x 
400, four times the dots (twice as 
much both horizontally and verti¬ 
cally) on its display. There’s no way 
a TV can handle that. 

However, note that Atari DID 
give us an ST “Low Resolution” 
mode, of 320 x 200—which as you 
see, a TV can handle perfectly, and 
an adapter, called an “RF Modula¬ 
tor” (which just transmits the dot 
information on a TV channel fre¬ 
quency rather than directly, so you 
can tune to channel 2 or 3 to 
receive), so that you could use the 
ST on a regular TV, admittedly with 
a lot less on the screen. 

Persistence is how long 
phosphor stays lit up after you hit it 
with electrons. There’s a delicate 
compromise here; let me illustrate it 
by example. Let’s say you’re 
refreshing at 70 times per second. If 
you use a phosphor that fades in 
1/1000 second, your screen is only 
going to be lit up 70/1000 of the 
time, only at the instant the electron 
beam is hitting that dot. So your 
screen looks really dim, because 
percentagewise, almost all of the 
time, it’s off! That’s no good; 
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people love bright, “vibrant” dis¬ 
plays, particularly when dealing with 
color. 

On the other hand, let’s go to a 
1-second “persistent” phosphor. 
Try moving the mouse around. It 
leaves a “trail” behind it as the 
phosphor slowly fades out. Worse, 
try to do any scrolling text in word 
processing; you have to wait after 
each scroll as the old text on a line 
fades out, and the new text “burns 
in.” It’s terrible—a real smearing 
effect. 

Atari has done a fine job on 
both their color and monochrome 
monitors, setting them to non¬ 
interlace, to a good persistence 
level for brightness yet without 
smear. I’ve said it before and I'll say 
it again—the Atari video displays, 
particularly at the price they are, are 
one of the great bargains of the 
age. If you don’t think so, go type 
on an Amiga set to flickermode 640 
x 400 (which is the only way you 
can get that high a resolution), and 
thank your lucky stars you don’t 
have to buy a flicker fixer just to 
use your machine. 

For those of you who are 
Amiga fans, I can only say I own 
one, and I’ve paid my dues. (Com¬ 
modore is said to have fixed this in 
the 3000 machine—FINALLY). 
Come to think of it, I’ll be getting 
new glasses soon, too ... 

Super-persistence moni¬ 
tors keep an image drawn on them 
more- or-less forever. An example 
of this would be a Tektronix 4013 
display terminal. Here, what hap¬ 
pens is that you have the high- 
power electron gun drawing things, 
and a low-power gun flooding the 
screen with energy. If something 
gets drawn on the screen, the low- 
power gun gives it enough oomph 
to stay drawn. The advantage here 
is that the computer doesn’t have 
to beat its brains out constantly re¬ 
drawing the display; the picture 
tube maintains the display once 
drawn. Another advantage is that 
there is no flicker. 

A plasma display is something 
you really ought to check out at 


least once—you’ll find them at 
computer shows, if nothing else. In 
plasma, you have a fine mesh grid 
of horizontal and vertical wires, with 
neon gas between them, on your 
display surface. To light a dot, you 
supply voltage to the vertical and 
horizontal wire of that dot co¬ 
ordinate, and can turn a dot off by 
killing the voltage to that dot. Once 
you start the dot going, a low-level 
voltage supply (much like the 
above) keeps the dot going; 
apparently, an already-going dot 
has far lower air voltage resistance 
than an unlit dot. Such displays are 
extremely pleasing to the eye, as 
they are bright, do not flicker what¬ 
soever, and offer warm colors. I can 
recall PLATO using a 512 x 512 
plasma display in the 60’s and 70’s, 
then switching to regular video; the 
programmers made a point of 
sticking with plasma displays 
whenever they could, going to 
extremes I can’t tell you about 
because of the statute of limi¬ 
tations! 

I saw a plasma display for a 
Macintosh at a recent MacWorld 
show, and it was very, very nice. 

One disadvantage to plasma is 
that, due to the time required to 
“fire up” a dot and get it stable, the 
display is rather slow by picture- 
tube standards. 

Video Memory 

So, we’ve found out the com¬ 
puter is repeatedly sending a video 
image to the monitor, over and 
over, many times per second. How 
does it do this? 

Well, basically there’s a wire 
from the computer to the monitor, 
that at any point in time has a vol¬ 
tage on it telling the monitor 
whether or not to display a dot (or 
in color, the intensity of the three 
base colors). 

But what feeds the wire? 

See, there’s a LOT of informa¬ 
tion on that screen, and the com¬ 
puter has to remember it in order to 
display it over and over; unlike the 
super-displays I spoke of a minute 
ago, your ST monitor can’t remem¬ 


ber dots by itself. So we come to a 
section of computer memory called 
“video memory,” or “video RAM” 
(RAM is an acronym for readable, 
writable, good-old-memory. What 
the words stand for is confusing). 
Anyway, you have a lot of things in 
your ST’s memory—operating sys¬ 
tem, your program, the data you 
have typed in, music waiting to be 
played, and something called video 
memory. In video memory is kept a 
detailed picture of what should go 
on the computer screen. When the 
monitor needs to output the display 
again, the computer goes to video 
RAM, grabs the picture, and feeds it 
to the monitor over the next 1/70th 
of a second to draw the display. 
And it does this over and over. 

Now I need for you to make a 
conceptual leap. When the Atari 
wants to draw to video, oh, let’s 
say, when it wants to display a disk 
directory after you double click on a 
disk icon, it just changes video 
memory inside itself, it does not 
draw to the monitor, it draws to 
video RAM!/ 

I emphasize this point because 
it is one people have a lot of diffi¬ 
culty with. The plain fact is that to 
the Atari, memory is memory is 
memory. It doesn’t care WHAT 
memory is used for by the outside 
world; in fact, judging by my 
debugging session, it doesn’t care 
about the outside world at all! All 
the Atari is doing is following its 
program to write some information 
into RAM; that RAM just happens to 
be video RAM. When it writes data 
there, the next time the monitor 
needs to be refreshed (always 
pending, 1 /70th second later, and 
almost always in-progress), that 
data shows up as video dots. 

...To be continued in March... 


[Next month, Dave will discuss 
the burden of video memory and 
the how the CPU interacts with sta¬ 
tic and dynamic RAM. This will 
have a definite impact on how use¬ 
ful an “accelerator” is in speeding 
things up. -JW] 
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No More Routine Recommenda¬ 
tions? 

Even with Current Notes wri¬ 
ters’ reputation for telling it like it is, 
how disturbing to read editor Joe 
Waters’ November editorial testify¬ 
ing he told the Atari president at the 
Washington Atarifest that while he 
used to routinely recommend Atari 
computers, he “couldn’t do that 
anymore.” 

Waters said the problem wasn’t 
with the computers, but with having 
only “one or two dealers in the area 
where you could buy the com¬ 
puter.” 

That’s like being told your kids 
are ugly. You love them, you 
emphasize their other virtues, but 
the truth hurts. 

Joe’s comment made me real¬ 
ize I have evolved into the same 
position regarding my Atari 1040ST. 

I routinely take a look at the latest 
comparable computers, including 
IBMs, IBM-compatibles, Macin¬ 
toshes and Amigas, and still prefer 
Atari. But has my objectivity faded? 
Has (gasp) Atari become cognitive 
dissonance? 

Justifying Purchases Afterward 

You remember our friend Cog¬ 
nitive Dissonance from communi¬ 
cation classes. Good ol’ Cog Diss is 
our justification of purchases 
AFTER we buy them. This is 
because what we own reflects our 
personal taste and intelligence. IF 
we buy a product that falls apart or 
other people mock, we look stupid. 
Naturally, we hate that. So we 
spend extraordinary time and effort 
assuring everyone who will listen 
what a fine thing is this latest gizmo 
we purchased. 

Even considering the new 
lower-priced IBMs and Macs and 


all the VGA excitement, if some 
super store that had all the com¬ 
petition lined up and operating with 
comparably priced options, Atari 
probably would be chosen by more 
than enough people to keep the 
company highly competitive in the 
United States. 

But if consumers don’t know 
Atari exists (or think it’s just a toy), 
and competitors are mugging home 
computer pedestrians, guess which 
computer is going to have its zea¬ 
lots acting like martyrs and mum¬ 
bling that line from Henry V: “We 
few, we happy few, we band of 
users!” (or something like that). 

Join-the-Cult Macro 

Like it or not, Atari owners don’t 
have to skulk around dank cata¬ 
combs to join our very own cult — 
our beloved computers come with a 
built-in join-the-cult macro. Atari 
computers certainly fit cult and fad 
definitions from Webster’s New 
World Dictionary. “CULT—2. de¬ 
voted attachment to, or extravagant 
admiration for, a person, principle, 
etc. esp. when regarded as a fad”; 
FAD—“a custom, style, etc. that 
many people are interested in for a 
short time.” 

Successful products, including 
computers, go through three 
stages: best buy when creator- 
marketed, evaluator-recommen¬ 
ded, and user-defended; alterna¬ 
tive when creator-marketed and 
user-defended; and cult when only 
user-defended. 

In the United States, in spite of 
little bursts of marketing and 
recommendations, Atari has always 
been foremost a cult computer. 
Even when the Atari 1040ST was a 
miracle machine compared to the 
competition, finding one made you 


feel like Indiana Jones. For exam¬ 
ple, toiling along in 1986 on my 
trusty Kaypro 4-84 CPM (which had 
been state of the art in 1984), I was 
happy but felt that somehow I was 
missing out on something better. 

Ultimate Low Key Store 

One morning I saw a mysteri¬ 
ous ad extolling something called 
an Atari 1040ST. During lunch hour I 
ventured into a questionable sec¬ 
tion of Washington, D.C. to investi¬ 
gate. The rundown store had bars 
on the street-level windows; 
nowhere did the sign say anything 
about computers. Inside, an 
ancient oriental shopkeeper (hey, I 
am not kidding about this) nodded 
when I asked about the ad. He 
shuffled into the back room at a 
pace that made Tim Conaway’s old 
man look like Native Dancer. About 
an hour later he emerged carrying 
(don’t ask me how) a large sealed 
box. 

Then a house painter’s van 
pulled up outside and a buoyant 
young man bounded into the store. 
“Oh, yeah,” he said, helping the old 
man unpack the box and set up the 
Atari, “this Atari is really something. 
Watch this!” 

He whipped out the mouse and 
dazzled me with the Neochrome 
paint program bundled with the 
Atari 1040ST. Such spectacle! And 
dropdown menus! You mean files 
can be copied that easily? And a 
built-in MIDI connection! For that 
price! You must be kidding! 

I was hooked but broke. But I 
couldn’t forget Atari. Driving down 
the “blue highway” near home, I 
nearly passed by a little startup 
business that was (yes, really!) an 
exclusive Atari dealer. After breath¬ 
less demonstrations of 1st Wordand 
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F-15 Strike Eagle, I ignorantly 
committed to buying an Atari 
1040ST system even after the 
owner candidly admitted his prices 
were a little higherbecause he was 
going to offer such great sen/ice. 

Within the month I was spared 
because his store could not get the 
credit card established that I 
needed to use. Not much later he 
was out of business. Meanwhile, I 
fast-forwarded to another Atari 
dealer called L&V where I have 
lived happily ever after. 

Almost Happily Ever After 

Well, almost happily ever after. 
I mourn the dwindling ability to 
defend my choice of computer. My 
cognitive dissonance is acting up 
again and I don’t want to discuss it. 
In medical terms, why go to the 
expense and risk of an entire work¬ 
up when the symptoms are so 
vague? If my case of Atari is 
terminal I’d rather not know about it, 
thank you. 

I feel somewhat like the 
legendary kid after the Black Sox 
scandal in that long-ago World 
Series, “Tell me it ain’t so, Joe!” 
Tell me you didn’t tell the Atari 
president you can no longer defend 
our beloved computer. 

And most of all, tell me that this 
new president, the knight who was 
supposed to restore the U.S. Atari 
market, didn’t leave Atari! 


Right now my Atari life support 
system hangs by three noteworthy 
intravenous tubes: L&Y, Current 
Notes ; and the Woodbridge Atari 
Users Group. Some other comforts, 
such as secondary MIDI sources, 
have gone out of business, as have 
some ST magazines. 

But a hard core of Atari develo¬ 
pers and dealers continues to hang 
tough, and some excellent British 
Atari magazines (e.g., ST Format) 
are picking up the slack in the U.S. 
Atari magazine market (where Cur- 


...Tellme you didn’ttell 
the Atari president you 
can no longer defend our 
beloved computer.... 


rent Notes has always been the 
best source of information). 

Come to think of it, with the 
European Community in 1992 sup¬ 
posedly destined to relegate the 
United States to second place in 
global markets, perhaps Atari’s 
emphasis on Europe is merely a 
preview of things to come. 

Meanwhile, in the United States 
at least, Atari users continue to take 
comfort in the assurances of fellow 
disciples who insist that Atari still 
compares favorably to competitors 
at the office as well as at home. 


For if Atari is not the hula hoop 
of computers, neither is it the 
hydrogen-filled dirigible, Edsel 
automobile, or Beta videotape. If 
our luck holds, Atari cult members 
won’t have to bicycle around 
neighborhoods to spread the word. 
Sooner or later like-minded people, 
unfulfilled with conventional offer¬ 
ings, eventually will find us. 


$16.00/Volume. 
$4.00/disk! 

r Buy IMG clip-art from a 
library of nearly 200 disks! All 
'"Volumes consist of 4 DS disks, 
(many 800K), packaged in a 
folder, with a printout of all the 
images! Some Volumes are: 

Food Animals 

Humor 1-2 DTP 1,2,3 

Drop Caps 1-6 Sports 

Oriental Designs Christian 

Floral Designs 1-2 
Special Occasions 1-2 
Office Humor... and more! 

Send check or money-order to 
Electronic Spinster Graphics 
2345 Ridge Court #39 
Lawrence, KS 66046 

(Outside U.S., add $0.25 per 
disk ordered.) Ask for a copy of 
the latest catalog! 
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Artura 

A Hero’s Adventure in the Land of Albion 
Reviewed by Joe Sapienza 

“Son of a ...” No, not profanity. Just insert the sons, 
name of a profession and make it a statement; “Son of this is 
a preacher man,” “Son of a movie star,” “Son of a fact tl 
president,” etc.... With each statement comes a certain after 
duty and responsibility. Sure, it’s stereotyping, but hey, half si 
that’s life. So begins my preface of Artura, the action that si 
adventure game. Artura is the son of the Pendragon breath 
and, as such, must accept the quest to rescue Nimue, ...) ma 
the beautiful apprentice to Merdyn the Mage. hard 

History Lesson. The setting of this game is in the quest to have 
land of Albion, at the time of its ravaging by the much success. Each level is chock full of Morgause’s 
Saxons. To repel the attack of the invaders, the “weird and wonderful” minions. This quote from the 
Pendragon must unite the Chieftains of the warring manual seemed strange to me. The “weird” was 
tribes of Albion under his leadership. To do this he understandable but I found nothing “wonderful” about 
needs to have the sacred Treasures of Albion in his dying time and again, when meeting these denizens, 
possession. Merdyn the Mage, his friend and advisor, Various powerful warriors, ghouls, spiders, giant rats, 
knows where the Treasures are hidden, but he has hawks, and bats attack in a never ending tide. Each 
vanished! It is then up to Merdyn’s beautiful apprentice level seems to have assailants indigenous to that area. 
Nimue to penetrate this mystery. The Pendragon’s step Deadly traps, pits, and one way passages add to the 
daughter, Morgause, reveals her true purposes of game play in a most frustrating manner. Refer to figure 
chaos and destruction by kidnapping Nimue. This one (1) for a representation of the (required) color 
action prevents the coalition of the chieftains, thereby monitor’s play screen. 

furthering Morgause’s plans. It is up to the Pendragon’s Help for the Helper. You have at your disposal a 
son, Artura, (that’s you!) to rescue Nimue, thereby never ending supply of throwing axes to clear a path 
gaining the necessary knowledge to find Merdyn. It is through the attackers. Creatures such as the hawks, 
into Artura’s evil half-sister’s stronghold that you must bats, spiders, and rats can be exterminated with a 
quest to find and free Nimue, and get eveything on single ax. Lizard men require two, guards four, and 
track to save the kingdom. (Whew!) some of the more powerful monsters take a continual 

While not stated in the eight page manual, this barrage of axes to be vanquished. When sent back to 
background seems to stem from a wee bit of history the underworld, these larger attackers sometimes leave 
and a peppering of Celtic folklore. I base this opinion goodies for you to pick up. One such goody is food, 
on my own knowledge and if this forthcoming definition Another is a piece of one of the six Rune Stones, 
is not the one the software writers intended, I Bad News Can Rune Your Day. Hidden along 
apologize. Since no background was given, and the the way throughout the four levels of Morgause’s 
pieces DO fit, this one should suffice. The Celts, or dungeons are the shattered pieces of the six magical 
Kelts (depending on the translation you subscribe to) Rune Stones. They can be found as stated above, or 
comprise primarily the Irish, Scots Gaelic, Welsh, randomly strewn about the levels. These Stones were 
Cornish, Manx and Bretons. Some of their folklore refer stolen by Morgause (the woman obviously kept busy!) 
to a ancient magical and military order of adepts called and it was her evil touch that destroyed them. The 
the Dragon Kinship, whose head authority held the title power of your alter-ego, being a supporter of truth, 
of the Pendragon. This order was responsible for the justice, and the Albion way (right train of thought, 
well being, welfare, and the quality of life and spirit of wrong story...) is such that collecting the fragments of 
the Kelts. I’d guess that since the Pendragon was busy the Runes reassembles them. Selecting completed 
uniting the Chieftains, it befell his son to do the Runes allows you to ride the Mystical Wheel of 
rescuing. Ergo, the stereotype of the “Son of a Cerriddwen. The Kings of old used this ability to 
Pendragon” - A HERO! transport themselves around the land. You will use 

The maze of passages and corridors of Morgause’s them to move around to various spots within the castle, 
four level castle apparently was designed to repel the It is not stated where any piece, once reassembled, will 
intrusions of visitors, Pendragons, and Pendragon’s take you so it’s a “try it and see” approach. To activate 
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a whole Rune, depress the “R” key. This will pause the 
game and produce a hand cursor on the screen that 
you manipulate left and right to select the desired 
Rune. Pressing your joystick button repeatedly over the 
Rune causes it to spin, which effect carries over to the 
play screen. It blanks out black and white and begins a 
spiral effect. After the roughly five second duration, 
Artura is deposited at another position in the strong¬ 
hold. Needless to say, your adversaries are ready and 
waiting in full force regardless of where you transport 
to. 

An Apple a Day Keeps the End of the Game 
Away. In this game, Artura has only one life to live. 
(I wonder if he had soap operas in his time...) An 
energy bar is situated under the game play area, and 
decreases a small amount for each contact with the 
villains of the game. There are also ground based 
defenses which will sap your strength, such as pointed 
spikes and poisonous grass. Finding or winning caches 
of food will replenish Artura’s energy bar to full. 
Completing the assembly of a Rune will also top up 
your energy. A depleated energy bar or depressing 
the [RESET] button will end the present game and 
return you to the High Score/Demo mode. 

A Prize in the Package. Artura comes in a 
standard software box with an artist’s fantasy repre¬ 
sentation of your alter ego battling with a giant rat on 
the front. The back of the box shows the obligatory 
screen shots from various computers. Besides the 
afore-mentioned manual, the package contains a 
(roughly) 33 by 20 inch mapping of the four levels, 
complete with doorways, second stories, and stairs. 
Each portion is set to a numbered grid; the last page of 
the manual gives the coordinates of Rune pieces and 
food caches if you need help and/or do not wish to 
map your progress. 

Sounds from Below. The sound effects of the 
game, while minimal, are appropriate and do not deter 
from the game play. An ax hitting home, and a 
creature’s death squeal are among the few you will 
hear. An interesting ditty plays throughout the game, 
but can be toggled off and on with the FI key. 
Personally, I liked it, as it kept the game’s atmosphere 
going. There was plenty going on with the waves and 
waves of Morgause’s minions attacking—I’m not sure 
whether it calmed my nerves, or added to the anxiety! 

Into the Melee. The game auto-loads upon 
turning on your ST. A picture of average detail and 
graphics holds your screen (and hopefully your atten¬ 
tion) while the game loads. A short typed synopsis of 
the game is given when the loading is complete, 
preceding the game play. If a joystick button press is 
not detected, the program will go to a high score 
screen, and then proceed to a demonstration of the 
game. The demo is valuable, as it shows how the 


game play works. Let it run its full gamut or not; a 
button press cancels it and starts the play. Moving your 
joystick left or right will move the sprite correspond¬ 
ingly; straight up or either of the “up” diagonals will 
cause Artura to jump in that direction, and a downward 
pull causes him to kneel. Any of the eight joystick 
positions with the button depressed will fire an ax in 
that direction. 

“An Action Adventure”? The game is advertised 
as stated above. In essence, this is correct. I must 
admit though, it was not the type of game I envisioned 
when I read the back of the box. Action? Most 
definitely, and relentless too! Adventure? Well, here’s 
where the essence comes in, as the game starts out 
hard and gets harder. There is NO game save ability, 
which I feel kicks this program out of the ball game. 
The frustration factor is high; I “died” so often without 
getting very far, that if I weren’t reviewing the game, I 
wouldn’t have continued trying. To map your progress, 
which tends to be part of adventure games, is difficult 
to accomplish. This is, again, due to the continual 
barrage of attacks. The “R” key, used for accessing the 
magical Runes/game pause, would probably get worn 
out in short order! However, I must commend the 
programmers for the inclusion of the maps and 
coordinates. I think this allows the buyer to make 
his/her own decision as to how many aspects of the 
game play he wishes to explore. Nice touch! 

To Travel to Albion. Is this game for you? I have 
tried to point out some pluses and minuses to this 
game, but as in most cases, “to each his own.” I don’t 
think I will be Nimue’s savior! The “seemingly endless 
stream of [Morgause’s] weird and ‘wonderful’ minions” 
got the better of me. Even with the thoughtfully 
enclosed map, I’ve yet to complete this game. I have 
finally reached level four, and reassembled all of the 
rune stones, but can’t get past this point in the game 
before I get killed. As his last ounce of strength is 
depleted, Artura changes form into an eagle and flies 
up to the heavens. ARRRGGGH! If it had started at an 
easier level and worked up, I’d have been inclined to 
fight it out. Or more importantly, if the programming 
had incorporated a game save facility, I might not have 
minded the frustration. It is my belief that programmers 
should always have a “SAVE” feature; it gives players 
the option to use it or not, depending on the challenge 
level at which they want to play. If, on the other hand, 
this type of non-stop action is right up your alley, the 
game’s graphics and sounds have what it takes to give 
you quite a few hours of game play. Check around 
your local users clubs, or if you’re fortunate enough to 
have a dealer in your area, “try before you buy.” 

[Artura, $39.95; Arcadia, division of Virgin Mastertronic; 
18001 Cowan, irvine, CA 92714 Tei. 714-833-8710] 
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Pileup, ST Tetris, 
Stargame, and the 
Damanoid Budgie 
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I am finding it a struggle to complete 
this month’s column. As I write this, my 
family is reluctantly packing away Christ¬ 
mas decorations for yet another year. 

While we welcomed Santa’s annual arri¬ 
val, we were not at all happy to be visited 
by a nasty stomach flu. One by one we 
have fallen victim to this nasty bug. I had 
my turn yesterday. Thank goodness I no 
longer need to pray before the Porcelain 
God, but I am left with about as much 
resilience as a limp wash rag. 

Given my depleted physical condition 
at the moment, and my need to cheer 
myself up after saying goodbye to 
another Christmas Season, I thought it 
would be a good idea to make mention of 
a few of the many games which are available in the 
Current Notes Library. I will focus on arcade games 
which provide you the same action, and perhaps 
superior graphics either for free, or for a fraction of the 
cost of their commercial arcade equivalents. 

#390D-Pileup 

by Russell Noll 

Pi/eUp provides the ST gamester with an excellent 
rendition of the now very familiar Tetris game. The 
object of the game is to guide the falling shapes down 
the screen and fit them together as closely as possible. 
You can collapse rows and move on to higher levels of 
the game by filling in all the spaces. The game ends 
when the blocks reach the top of the play screen. 

Like Tetris, Pi/eUp includes a scenic background to 
game area itself. It gives you the choice of playing to 
music or without. The game makes use of the joystick. 
You can move each piece left or right my moving the 
joystick in the equivalent direction, and you can drop a 
piece by moving the lever downward. You can rotate a 
piece by pressing the fire button. Finally, you can quit 
by pressing [Ctrl]+C. 

I found the game to be enjoyable to play, and 
certainly worth the meager $5.00 registration fee. The 
author does warn that the game does not work with 
TOS 1.4 installed. 

[NOTE: #390 has been replaced by #514, PileUp 
Version 3.1, pictured above, which does work perfectly 
fine with TOS 1.4 -JW] 


#419-STTetris VI.0 

by Michael Jenkins 

If you don’t have a joystick for your ST then ST 
Tetris is the game for you. This game will give you the 
same enjoyment as Tetris, with the use of keyboard 
equivalents to position the falling blocks. The J and L 
keys are used to move the shapes right or left. The K 
key will rotate a piece, and the space bar is used to 
drop a piece into place. 

This game does not provide a scenic background 
or music, but it can provide you a similar challenge to 
Tetris or Pi/eUp. 

Space Invader type arcade games abound for the 
ST. A few to mention are: 

#419-Blaster 

by A. IV. Brook 

The object of Blaster is to prevent your men 
stationed on the ground from being “grabbed” by the 
alien grabbers. You are equipped with three ships 
which you can use to shoot the grabbers and keep 
your men from being abducted. Your ship can be used 
to blast the other aliens and to earn points. The screen 
scrolls horizontally and you can adjust the altitude of 
your ship by moving the joystick lever up or down. You 
can reverse the direction of your craft by moving the 
lever left or right. You can blast the assorted aliens by 
pressing the fire button of your joystick. You should be 
warned that the aliens also fire deadly projectiles, and 
colliding with them also destroys one of your ships. If 
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all else fails, you can press the space bar to destroy all 
the surrounding alien forms, but this option is limited to 
four times initially. 

Blaster includes a radar screen at the top of the 
play area to help the player see where the aliens are. 
This feature gives you at least a fighting chance to spot 
the aliens, mutants, mines, and alien projectiles before 
they spot you. 

The sprites, sound, and challenge of the game are 
all above par. The Blaster game provides a directions 
screen, giving you all the necessary information 
needed to play and quit the game. Blaster also 
provides a separate screen depicting all the alien forms 
and their equivalent worth in points 

•419 Stargame 

by Mike Hughes 

This game follows the space invaders theme fairly 
closely. As the game begins you are stationed on the 
ground. The joystick moves you right or left, and the 
fire button is used to zap the columns of invaders. The 
game is quite challenging since the columns of aliens 
move rather quickly and fire at you incessantly. I 
generally manage to begin and end a game within a 
minute. Stargame provides an instruction screen with 
all the necessary information you will need to play. 
Stargame is a worthy adaptation to the Space Invaders 
theme. When I played Stargame, at least I found that 
my screen was not returned to its original condition 
upon leaving the game. I was able to restore the 
screen by choosing the change screen resolution 
option from the menu bar. 

•282-The Damanoid Budgie 

by C. Martens 

This game is also a shoot-em-up space arcade 
game complete with digitized sound, colorful sprites, 
and a quite delectable woman who pops on to your 
screen at strategic points during the game. Damanoid 


makes use of the joystick like the 
other space games already men¬ 
tioned. The game follows the space 
invader theme fairly closely in that 
your task is to zap descending alien 
forms before they hit you. You not 
only need to have a quick firing 
response, but you need to be able to 
discern the good guys from the bad. 
Like Blaster, Damanoid left my 
screen unreadable after ending the 
game. However I found this is a 
minor inconvenience, unless I had 
engaged my hard disk drive. 

Since the young lady is a bare¬ 
breasted beauty, I would hesitate to 
recommend this game to those with 
younger children. However, if you 
can keep Damanoid safely tucked away from your 
impressionable seven year old then this game pro¬ 
mises quite a challenge. 

I have found playing these games to be good 
medicine, equal to at least two doses of Pepto-Bismol. 
Perhaps my energy will return next time in order for me 
to take a close look at a serious program, but after all, 
what good is one’s ST if it can’t be used to provide a 
bit of good, if not always clean, fun? 



Each month we will release a double-sided disk packed full of 
the latest and greatest programs for your Atari 8-bit 
computer! Every month you will receive a new disk containing 
the latest games, applications, and utilities written 
by the top public domain and shareware authors. 

The programs will be ARCed so we can squeeze more programs 
on each disk. An auto-loading unARCing program is included 
on each disk to make it easier to unpack the programs 

Subscriptions are only $39.00 for 12 issues. Send check or money order to: 

Sagamore Software 2104 Arapahoe Drive 
Lafayette. IN 47905 

ST owners - Starting in March 1991 we will be offering an ST edition with 
over 750k of compressed programs on each disk. Also in March we will be 
offering a Spectre version of Update with over 750k of Macintosh 
programs on each Spectre format disk (programs are compressed with 
Stuff It.) 

Each of these editions is $45-00 for 12 issues. If you subscribe to more 
than one edition at the same time, deduct 10%. 
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Sinewave 

Source? I think it was from either an Alfred Handy Guide 
on Atari Graphics or A Tricky Tutorial on GTIA. Anyway, 

I added Larry Nocella’s ML rainbow to see how it might 
work in GTIA. It seems the rainbow only works in the 
background color. The rest is peculiar--but interesting! 
Press START repeatedly to cycle through 3 states: the 
weird mode, the 16 colors, the background rainbow (always 
the same). Apparently, you get bands of Gr. 8,9,10 and 11 
all at once. 

30 REM PRESS START TO CHANGE 
40 GRAPHICS 9:SETCOLOR 4,14,0:DEG :J=-1 
70 FOR X=0 TO 79 
80 COLOR ABS(INT(15*SIN(9*X))) 

90 PLOT X,20-(INT(19*SIN(9*X))) 

100 DRAWTO X,160-(INT(19*SIN(9*X))) 

110 COLOR 5 

120 PLOT X,161-(INT(19*SIN(9*X))):DRAWTO X,191 
130 NEXT X 

200 DIM RB$(20):FOR A=1 TO 20:READ M 
210 RB$(A)=CHR$(M):NEXT A 
220 DATA 

104,104,104,168,232,142,10,212,138,153,18,208,169,6,205,31,208 

,208,241,96 

230 X=9 

240 Z=USR(ADR(RB$),X) 

250 X=8:POKE 53279,0:FOR Z=1 TO 80:NEXT Z 
260 Z=USR(ADR(RB$),X) 

270 POKE 53279,0:FOR Z=1 TO 80:NEXT Z 
280 IF PEEK(53279)<>6 THEN 280 
285 POKE 53279,0:FOR Z=1 TO 80:NEXT Z 
290 J=J+1:IF J>15 THEN J=0 
300 SETCOLOR 4,J,0:GOTO 230 

Mcarpet 

Graphics 3 adapted from an Apple program most probably 
in Creative Computing. A fast moving kaleidoscope decked 
out as a magic carpet. 

10 GRAPHICS 19:V=2:G=8:D=2:POKE 711,252:SQ=23 

II DL=PEEK(560)+256*PEEK(561):POKE DL+3,71:POKE 
DL+6,6:K=PEEK(87):POKE 87,2 

12 ? #6;” magic carpet”:POKE 87,K 


13 COLOR 2:PLOT 8,4:DRAWTO 8,23:PLOT 
31,4:DRAWTO 31,23 

14 FOR X=5 TO 22 STEP 2:PLOT 4,X:PLOT 6,X:PLOT 
33,X:PLOT 35,X:NEXT X 

15 SETCOLOR 0,V,4:SETCOLOR l,V+3,6:SETCOLOR 
2,V+6,4 

20 FOR A=2 TO 20:FOR B=2 TO A 
30 COLOR INT(PEEK(53770)/85)+l 
40 PLOT B+G,A+D:PLOT SQ-B+G.SO-A+D 
42 PLOT SQ-B+G,A+D:PLOT B+G.SQ-A+D 
45 PLOT A+G,B+D:PLOT SQ-A+G.SQ-B+D 
47 PLOT SQ-A+G,B+D:PLOT A+G.SQ-B+D 
50 NEXT B:NEXT A 
60 V=INT(PEEK(53770)/17) 

65 GOTO 15 

100 REM MAKE -magic carpet- IN LINE 12IN- 
VERSE, SO THAT THE TITLE COLOR WILL NOT 
CHANGE 

Joytest 

I devised this program to test AND to practice using the 
joystick. You can see, for instance, when going from one 
diagonal position to another, you will always see CENTER 
flash on the screen—but you may also see TOP, LEFT, etc. 
flash on if your positioning is off a bit. It may be your 
technique or an unsuitable joystick, but this program will 
help you to analyze the cause. Incidentally, in the program, 
the number returned by the position of the joystick is the 
same as the Line number. CENTER= 15. 

1 REM JOY-TEST BY FRANK KWEDER 

2 GRAPHICS 18:POKE 708,140:POKE 709,28:POKE 
710,6 

3 S=STICK(0):F=STRIG(0):COLOR 125:PLOT 0,0:GOSUB 
S:GOSUB 20 

4 POSITION 6,3:? #6;”JOYTEST!”:GOTO 3:REM 
“JOYTEST!” IN INVERSE 

5 POSITION 14,10:? #6;”lower”:POSITION 14,11:? 
#6;”right”:RETURN 

6 POSITION 14,0:? #6;”upper”:POSITION 14,1:? 
# 6;”right”:RETURN 

7 POSITION 14,5:? #6;”RIGHT”:RETURN 

9 POSITION 1,10:? #6;”lower”:POSITION 1,11:? 
#6;”left”:RETURN 

10 POSITION 1,0:? #6;”upper”:POSITION 1,1:? 
# 6;”left”:RETURN 

11 POSITION 1,5:? # 6;”LEFT”:RETURN 

13 POSITION 7,11:? #6;”BOTTOM”:RETURN 

14 POSITION 8,0:? #6;”TOP”:RETURN 

15 POSITION 7,5:? #6;”center”:RETURN 

20 IF F=0 THEN POSITION 7,8:? #6;”*fire*”:REM 
“fire” IN INVERSE 
22 RETURN 
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Atari Industry Announcements: 


Wordflair II 

Goldleaf Publishing, Inc., announces 
the release of Wordflair // the integrated 
document processor. Wordf/air // is one 
package that combines word processing, 
calculations, graphics, desktop publishing 
and a simple database simultaneously on a 
single electronic page. This integration lets 
you manipulate text, data, and graphics to 
create compound documents without cut¬ 
ting and pasting from different applications. 

Worc/f/air // is a new product that con¬ 
tains all of the features of Wordf/a/r plus a 
spell checker and thesaurus; support for 
FSM GDOS (scalable outline fonts, font 
caching, many popular typefaces available), 
faster graphics handling, a more powerful 
database, and an improved interface (new 
dialog boxes and many shortcuts for grea¬ 
ter productivity). 

Wordf/a/r // has a suggested retail price 
of $149.95. The upgrade fee is $50. 
Through Feb. 15, 1991, users of 1st Word 
Plus, Microsoft Write, Word-Up, and Word 
Writer ST may order Wordflair II direct from 
Goldleaf for half price. Goldleaf Publishing, 
700 Larkspur Landing Circle, Larkspur, CA 
94939 (415) 461-4552. 

Scanners 

RIO Computers announces the release 
of Geniscan II ($299.95) and DAATAscan 
Pro 2 ($989.95) new hand scanners for the 
Atari ST/TT systems. Geniscan II uses the 
DAATAscan hardware and software interface 
from Pandaal Marketing in England. It inter¬ 
faces the Geniscan 4 1/8 inch hand scanner 
to any Atari ST/TT system. DAATAscan Pro 
is a full 8 1/2 inch wide hand scanner for 
full page scanning applications. Also avail¬ 
able as an option is a sheet feeder 
($249.95) to automatically scan full page 
images. 

Both scanners provide a real-time 
scanning display with 100, 200, 300, and 
400 DPI resolutions. The software supports 
IMG, TIFF, and Degas formats which makes 
the images compatible with all ART, OCR, 
and DTP packages. Each scan can be done 
in B/W (line art mode) or one of 3 built in 
dither patterns which represent a 64 level 
grey scale. Other functions provide 5 zoom 
levels and allow pixel level editing. Any 
image can be cropped, rotated, flipped or 
made into an inverse image. Drivers are 
included for Atari laser as well as 9 and 24 
pin printers. 

All items are available from RIO Com¬ 
puters, 3430 E. Tropicana Ave, #65, Las 
Vegas, NV 89121 Tel/Fax (702) 454-7700. 

eSTeem PILOT 

eSTeem, Inc. has announced a pro¬ 
gram to promote and support the educa¬ 


tional use of Atari ST computers in schools. 
eSTeem will donate 100 special eSTeem 
PILOT site licenses to schools nominated 
by computer enthusiasts who purchase an 
eSTeem PILOT single-user license. PILOT is 
an authoring language and system for 
creating and using computer-assisted in¬ 
struction on Atari ST computers. 

eSTeem, Inc. is offering the single- 
user license for eSTeem PILOT for $99 
(plus $3 for s/h), but only for this special 
program. The suggested retail price of a 
single user license is $175. Requests for 
additional information can be sent via email 
to ESTEEM on GEnie or Delphi, or via U.S. 
mail to eSTeem, Inc., 72 Shades Crest Rd, 
Hoover, AL 35226-1014. A demo version of 
eSTeem PILOT is available on GEnie and 
Delphi (and in the CN Library). 

Grammar Checker 

Phil Comeau Software, of Nepean, 
Ontario, announces version 3 of the Gram- 
Slam Grammar and Style Checker. 
GramSIam checks documents for over 1200 
common grammar and writing-style pro¬ 
blems. GramSIam’s readability statistics help 
the user tailor writing to a particular 
audience. GramSIam can improve the qua¬ 
lity or any written work-memos, letters, 
stories, resumes, manuals, and business 
and school reports. 

Version 3 includes checks for double 
words, British vs American spelling, capitali¬ 
zation problems, unclosed parentheses and 
quotation marks, sentences ending with 
prepositions, incorrect form and use of 
“i.e.” and “e.g.,” punctuation placed incor¬ 
rectly inside or outside quotations, inappro¬ 
priate use of contractions. 

Version 3 is priced at $39.95 (+$3 S/H). 
Owners of previous versions can upgrade 
to Version 3 for $10 (+$3 S/H) before 1 
June 1991. For further information contact 
Phil Comeau Software, 43 Rueter Street, 
Nepean, Ontario, Canada K2J 3Z9 (613) 
825-6271. 

PageStream/Calamus Fonts 

Dennis Palumbo (516) 352-5606 has 
released several new font disks. PageS- 
tream Font Disk 3 includes Helvetic Extra 
Light, Cassion, and Fractions. The Cala¬ 
mus fonts released are: Disk 1 (Galiya 
Ornamented, Kooper Black and Plaebill), 
Disk 2 (Basketville, Galiya and Decorative 
Borders), and Disk 3 (Helvetic Extra Light, 
Cassion and Fractions.) Each font includes 
upper and lower case letters, numbers, 
punctuation, foreign and special characters. 
To obtain a printout of all the fonts, send a 
SASE to Dennis Palumbo, 104 Barrymore 
Blvd, Dept. Q, Franklin Square, NY 11010. 


Advan BASIC 

Advan Language Designs announce 
Advan BASIC for the ST ($39.95), a new, 
more powerful version of their BASIC for 
Atari 8 bit computer. It features easy to use 
commands for windows, menus, mouse, 
sound, sprites, matrices, and sorts. A built- 
in editor simplifies entering and editing with 
commands like block move, copy, search, 
and replace. Line numbers are optional. It 
has single and double precision real and 
integer, WHILE, REPEAT, and DO loops, an 
EXIT command for loops, block IF, CASE, 
and multi-line recursive functions and pro¬ 
cedures. Decimal string arithmetic (120 
digits) allows higher precision and eli¬ 
minates binary rounding errors. A debug 
trace mode displays lines as they are exe¬ 
cuted in a special window, which can also 
show variables. For greater speed, Advan 
compiles programs. Running a program 
automatically compiles and executes it. The 
compiled code runs without Advan BASIC. 
For further info contact William Graziano, 
Advan language Designs, Box 159, Baldwin, 
KS 66006 (913) 594-3420. 

Turbo-816 for Atari XL/XE 

DataQue Software announces the 
Turbo-816x, a 16-bit CPU upgrade for 
the Atari XL/XE computer, this upgrade will 
add 16-bit working registers, a 24-bit 
address bus, and numerous new addressing 
modes and instructions. All this new power 
is available to new programs written to take 
advantage of the new CPU, while maximum 
compatibility with current hardware, and 
software is maintained. Included with the 
Turbo-816x is a new operating system 
PROM, which can be installed to replace 
your current Atari OS, or using a switch 
circuit, used in addition to the Atari OS. 
This OS chip, called the Turbo-OS, pro¬ 
vides system calls to take advantage of the 
new processor addressing. 

The Turbo-816 kit for the XL/XE com¬ 
puters lists for $169.00. The 1200XL model 
lists for $199.00. 

Other products from DataQue include 
Turbo-Calc, a cartridged based spread¬ 
sheet program for the Atari 800/XL/XE/ 
XEGS/T816 systems ($50); Turbo-View, a 
graphical operating environment, which uses 
the graphics 0 (antic 2) mode ($30); 
Turbo-A8, an assembler which will run on 
any 8-bit Atari computer and generate 
either 6502 or 65816 object code ($20); 
Turbo-C8, a high level language system 
distributed on a bank selected cartridge to 
allow all the features of the ANSI C 
Language ($99). DataQue warrants its pro¬ 
ducts for 1 year on parts (hardware and 
media) and 90 days on labor. DataQue 
Software, PO Box 134, Ontario, OH 44862. 
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Stuck 
in a 
Rut 

by Sam Wright 


It all started with a story—a simple story, really, of 
a Fool and his quest for 14 “lost” treasures of the 
world. What it turned out to be was the most original, 
entertaining, and difficult game I’ve ever played. 

Like all adventure games, solving puzzles is the 
goal of The Fool’s Errand (TFE). Unlike most adventure 
games, however, these are all puzzles you’ve seen 
before, whether in puzzle books or the Sunday comics 
section: magic squares, jigsaws, secret codes, mazes, 
word finds, crosswords, cryptograms, anagrams, and 
acrostics. On first glance, TFE seems to be a collection 
of 56 puzzles lumped together, 21 of which are first 
accessible by you. It’s so much more. 

TFE comes with sparse documentation (a 12-page 
manual, a 4-page system information sheet, and a 
code wheel), which works to its advantage, since part 
of the thrill of solving the puzzles is figuring out how to 
solve them. The minimal history and background given 
of the ancient land of Tarot is vague and sketchy on 
purpose; through an online story, you figure out what’s 
going on. Though it may not make much sense at the 
beginning, keep the manual by your side as a constant 
reference throughout the game. Refer to the strategy 
section especially. The first sentence, “The Fool’s 
Errand offers a challenge like no other,” will constantly 
prove itself as the game gets more com¬ 
plex and complicated. For a greater chal¬ 
lenge, don’t read the manual at all. Solving 
the game is still possible. 

Four single-sided disks are included, 
two of which consist of entertaining ani¬ 
mation sequences. The first, the prologue, 
sets up the game and the last, the finale, 
gives a satisfying conclusion. The finale 
cannot be played (actually, you sit and 
watch—a just and satisfying reward after 
finishing the game) until after you’ve solv¬ 
ed the game. On my version, however, I 
was able to view the finale without solving 
even one puzzle. I do recommend saving 
this for last, though. You’ll have some¬ 
thing to look forward to. The middle two 
disks, the game and puzzle disks, are all 


you need to play the game. The disks themselves are 
not copy protected and backups are encouraged. 
Games can be saved directly on the game disks or on 
separate formatted disks. If you have a double-sided 
drive, you can copy the two disks to one double-sided 
disk and have room for four saved games. Attempts at 
running the game off a hard drive resulted in playabi¬ 
lity, but I wasn’t able to load or save a game—a must 
for TFE. 

Interaction with TFE is mainly through pointing and 
clicking the mouse. Response is great, except for an 
occasional quirk while working on the Sun’s map. 
Sometimes TFE would think the mouse button was 
pressed down, and keep it down. It would go away as 
mystically as it came (the work of the High Priestess, 
perhaps). Keyboard input is used when absolutely 
necessary, mostly at the end of the game when you 
have no choice but to use the keyboard. There’s one 
diabolical puzzle which calls for keyboard use, but it 
doesn’t seem like it would. I won’t say which one. 
Suffice it to say, the solution makes perfect sense, but 
only in hindsight. 

The menus are Macintosh-like and easy to get 
used to. Even the menu text has a Chicago font flair to 
it. Two of the selections in the File menu don’t work. 
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“New” is one of them, “Print Story,” dis¬ 
cussed later, is another. Selecting “New” 
will keep on telling you to insert the game 
disk, even though the disk is already in the 
drive. There’s another devilish puzzle that 
actually uses the pull-down menus for its 
solution. I won’t reveal that one, either. The 
thrill of solving puzzles in this game is so 
great that I don’t want to detract from that 
feeling. Just remember that TFE isn’t limi¬ 
ted to strict conventions of game playing. 

The color graphics are excellent, some 
of which are enhanced versions of the 
Dover silhouette clip art series. Sound is 
minimal and almost startling to hear 
because of its rarity. You might want to 
leave it off so it won’t break your concent¬ 
ration (then again, an occasional rewarding 
sound is always appreciated). 

That TFE revolves around the fortune-telling Tarot 
deck of cards is immediately evident at the first screen 
of the game, which both familiarizes you with the 
characters you’ll encounter and doubles as copy pro¬ 
tection. Three cards are dealt on the screen and a 
symbol is shown. Using the three-tiered “Wheel of 
Fortune” code wheel (a pirate’s worst nightmare) 
included in the package, you match up the three cards 
and symbol, then enter the additional symbols re¬ 
vealed. You have two chances before the game boots 
you out. The graphics are crisp enough that I had no 
problem distinguishing what was what or getting 
through on the first try. 

Soon you’re presented with text inlaid in a scroll, 
the beginning of the Fool’s story and his quest for the 
14 treasures of the world. The evil High Priestess, you 
see, has hidden the treasures from under the noses of 
the people of Tarot (presumably, because it was 
something to do). The only way to recover the trea¬ 
sures and “undo the evil of this treachery” is through 
the magic of the Sun’s map. Trouble is, the map has 
been corrupted. Pieces are missing and it’s out of 
order. Worse, the Fool has the map. 

Each chapter of the story contains hidden clues, 
scrambled words, and secret codes, vital information 
for future puzzles. But that comes later when you get 
to the Sun’s map (and where the difficulty factor 
increases). For now, a chapter may contain one of the 
puzzles mentioned above. If it does and you solve it, 
you get a piece of the Sun’s map, and you get to read 
another chapter. Starting off, 21 of 80 chapters and 21 
of 81 pieces of the map are available to you in a 
seemingly random order. What you’re doing won’t 
become readily apparent until you obtain more pieces 
of the Sun’s map. 

Once you have all the pieces of the map (and, 
hence, all the pieces of the story), the goal is to 
arrange the 81 squares in a restricted 9x9 grid and put 


them in the correct order to fully restore the map’s 
magic. This can be done by reading the Fool’s story in 
order this time and finding the map piece correspond¬ 
ing with each chapter. Usually, the text will identify a 
specific piece of the map. One extra piece is thrown in 
to fill an empty space. 

After the map is reconstructed, you have all the 
necessary information to identify the 14 lost treasures 
and scribe them in the Book of Thoth. Easier said than 
done, because the treasures are still hidden. Using the 
map will help you locate them (remember, it’s magical). 

I got through everything before the Sun’s map 
fairly quickly. Once I had all the pieces, though, it took 
a few months of on-again, off-again playing before 
assembling the pieces in the right order—it’s never 
taken me that long to solve an adventure game. The 
type and tone of the puzzles change after the assem¬ 
bly of the map. They’re no longer disjointed; each is 
connected and each relies on the map’s powers (and 
yours for figuring out how the map aids you) to 
unscramble the disguised treasures. No instructions 
are given this time around; all the clues you need can 
be found in the story, which you’ll likely read through at 
least 14 times. 

It’s a fun 14 times, though. The story, almost 9,500 
words, is well-written, frequently funny, and cleverly 
plotted. It reminds me of a storybook fantasy fairy tale 
with exceptional color illustrations. The Fool is entirely 
sympathetic and, believe it or not, changes (in charac¬ 
ter, not literally) by the end. This is in line with what his 
ultimate search is for, what he discovers after he finds 
the 14 treasures. In the File menu an option of “Print 
Story” is grayed out until, according to the manual, 
you’ve reconstructed the map. Having a hard copy of 
the complete ordered story saves a lot of unnecessary 
disk access and button clicking, not to mention time. In 
my version, however, it was disabled the entire game, 
taking up a lot of unnecessary disk access, button 
clicking, and time. 
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Wickedly written, incredibly inventive, and hope¬ 
lessly addicting, The FooTs Errand m\\ keep you glued 
to your monitor for weeks on end. Unless you want to 
miss out on one of the most unique adventure games 
ever released for the ST, buy it! I cannot recommend it 
highly enough. And good news—rumor has it there will 
be a sequel. 

The FooTs Errana{$49.95), written by Manley and 
Associates, published by Miles Computing, and distri¬ 
buted by Electronic Arts, runs on all color Atari STs and 
comes on four single-sided disks. It is copy protected 
by documentation (at boot-up, you click on Tarot 
symbols from a wheel) and cannot be run from a hard 
drive. Saved games, around 11K each, are saved as 
individual files and can be saved to the game disks 
themselves. Version 1.0, March 1990 was reviewed. 

Some Brief,Nudgeful Hints 

Pre-Sun’s Map. You think these puzzles are 
hard? Just wait—they’re all preparation for everything 
that comes after the Sun’s map! Each puzzle stands on 
its own, so you can jump around in a non-linear way. 
It’s not vital to know what you’re revealing; for the most 
part, the clue you reveal will show itself in the next 
chapter. 

Decoding secret code: Isolate articles (a, an, the) 
and small words (I, it, he, to, we, me) and use them as 
your reference points. 

Fill-in-the-blanks: All are English words. 

Playing the game of Thoth: You’re on your own for 
this one! As you play, however, you’ll notice what cards 
belong to what suit and what beats what. Write these 
down and you’ll win every time. Bring on the beer nuts 
and cigars! 

Pressing letters to form shapes: Each time you 
press a button containing a character, it affects the 
screen in some way. Your goal is to form a word in the 
center. Because there’s no simple way to document 
this for reference, press buttons at random until a 


recognizable shape appears. Note the 
buttons that formed (or deformed the 
shapes to form) a portion of a word and 
isolate them. Start over if you have to. Trial 
and error works here the best. 

Pressing letters to form words: By far 
the most challenging type of puzzle in this 
first set. Each button has a rule, but unlike 
the buttons that formed the shapes, you’re 
able to write the rules down because they 
change, add, and delete letters. If one 
button prints, “SE,” while another acts as 
a prefix and prints, “MOO,” the order in 
which to press them is obvious. 

Unscrambling words: Note the clue at 
the bottom of the screen. If you’re still in 
doubt what the word is, randomly move 
the letters around until something looks 
familiar. Also, use the highlighted boxes to 
your advantage; you’ll sometimes be able to get that 
word/phrase before the scrambled words. 

The Sun’s Map. Sometimes just placement of the 
first tile can be the necessary clue to get you on your 
way (in my case, it wasn’t). In any event, take into 
account what the Hanged Man says and apply it to 
where the first tile should go: “Consider that the TOP is 
at the bottom of the upper half.” 

The map is not as devious as it could have been, 
even though some pieces fit together perfectly when 
they’re not supposed to. What seems to match up (for 
example, the blocks, the field, the maze, the ocean, the 
creases) usually does. Use those as starting points. 

Then work from the story. The Sun is the first 
chapter, so the sun is the first tile. Many of the pieces 
aren’t this obvious, but they usually contain some clues 
in the text as to what could be associated with its tile. 
For instance, in the second chapter, The Singer, what 
could pictorially represent singing? Find it and you 
have your second tile. 

If you run out of clues, go with trial and error. The 
path is one long, continuous path—the only breaks are 
the beginning and ending. With this information, you 
should be able to find some generic tiles with just the 
path on them and match them up reasonably well. 

The biggest problem with the map is you can’t take 
the connected pieces off the map as you could in the 
previous puzzles (the ones with the phrases). You’re 
confined to the 9x9 grid. When experimenting with 
other pieces, you’ll inevitably mess up the portions of 
the map that do fit together, and then you’ll have to put 
those together all over again. That’s what takes up the 
most time. After months of working this way, I made a 
screen dump of the map, printed it out, cut out the 
pieces, and assembled half the map. I then duplicated 
the pieces on TFE’s map, and was quickly (another 
couple hours or so—hey, it’s quick, relative to the 
months spent working on it!) able to finish the rest. 
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Post-Sun’s Map. Read, read, read the Fool’s 
story. And then read it again. Did I mention you should 
read the Fool’s story? In each chapter, write down any 
bold word, any capitalized word, any number, any 
scrambled letters, any instructions you come across. 
Use the map itself as an additional clue. Notice the 
giant letters in different fonts and colors. Notice the 
pairings of the small letters with numbers. The high¬ 
lighted portions of the map are all there to help. Clues 
are used once and only once. You can then scratch off 
that chapter and never look at it again. The hardest 
puzzle is probably the Straight Path, but think: some¬ 
where in the story, did someone give you a letter to 
start with? Somewhere else in the story, did someone 
give you obscure directions? Maybe it applies here. Or 
maybe not. 


WAACE AtariFest '91 

The Junkyard Pussycat informs us that his friends 
at WAACE (Washington Area Atari Computer Enthu¬ 
siasts) have decided to stage another edition of their 
festival for Atarians. The 1991 event will be held on 12 
and 13 October at the Sheraton Reston Hotel. Room 
prices will be about the same as last year. Booth prices 
for vendors have not yet been determined, but are 
expected to be somewhat lower (chairs will be avail¬ 
able free this time). _ 


Joppa FAX SF01 and SF02 

’Send FAXes from your Atari ST/TT’ 

Model SF01 - 2400bps Modem/4800bps Sendfax 
Model SF02 - 2400bps Modem/9600bps Sendfax 

Gem based Atari ST software that enables Group III 
broadcast FAXes. Software allows for faxing of ASCII 
text files, .IMG files, .PC3 files, .PI3 and JFAX files. 
View Image, DEGAS and JFAX files. Schedule your 
FAX transmissions when rates are less or send them 
immediately. Broadcast to one or several different 
locations. Custom drivers for Calamus and 
Pagestream desktop publishing programs that creates 
a FAX file for sending with our Model SF01 or SF02. 
Both the SF01 and SF02 are full featured 
2400/1200/300bps Hayes compatible modems. No 
other special hardware required except a standard 
Atari ST modem cable. 

Model SF01 -$169.00 
Model SF02- $199.00 

Joppa Software Development 
PO Box 226 Joppa, MD 21085 
(301)676-2989 


For your budding journalist: 

KIDPUBLISHER PROFESSIONAL 

a desktop publishing program for young writers 

ft publish your own illustrated stories, posters, etc. 

☆ four built-in font styles, and parent or teacher can create a fifth 
ft extensive drawing program 
ft title page, LOAD options 

ft word wrap feature, underlining, and mouse control of cursor 



The day was hunid but windy and 
the kids were playing on the 
playground. The kids were 
laughing happily as they played 
on the swing and in the sand. 

Suddenly,, the wind blew a big 
cloud over the playground. 
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Recommended for ages 5-11. Only $35. 

Atari ST/STe/Mega with color monitor required. 

Printer must accept an ST screen dump. 

Your child will love it! —we mean it! 
kidprgs'cy D.A. BBUA4LEVE 

® 217 337 1937 


□dig NEW .. 
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HANDBOOK 

REVOLUTION RUBBER STAMP ONLY M2 


]/\l) tm WORD QUEST Build profes- 
1 MwK I 3 sional word search puzzles 
Y JT 7 ot-i with your words. Sophistical 
I od word placement routines. 


Cotor/Mono... ONLY *29** 




WQRP QUEST 

UTILITIES 

For Word Quest 

S - & Word Quest 2. 
Includes text 


from any word list. Ad¬ 
vanced auto options. 

Cobr/lbne— ONLY *29“ 


extraction, 

format 

conversions, and 
much more! 


WORD QUEST Word ChiMt & 
POWERPACK Word Quasi 2 


* 49 ‘ 


HE 


GRAPH —AKER deluxe graphing system. Make 
line, bar and pie graphs fast and aasy with 
minimal input. Print DEGAS/NEO files, clip art, 
many options. Cotor/Mono... ONLY *59 99 


STWriter Header/Tab/Extender customizer... ONLY *7 


MB90 /\RnSANSOFTW\RE Pmtod n he Ihiled Stales 


Products named are trademarks oi liar respectve companies 


ARTISAN 


PO. BOX 849 MANTECA. CA. 95336 

Add $ 1 50 S A H for each title. Checks, cash & money orders 
welcome. U-S. currency only. CA residents, add 6.25% tax. 

Dealer/Distributor HOT LINE © (209) 239 -1552 
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Current Notes 1990 Index 

Last year, 544 pages of news, articles, reviews, tutorials, and commentary appeared in the pages of 
Current Notes. Eleven percent of our text coverage dealt with the Atari 8-bit computer while 65% related to 
the ST/Mega series. The remaining articles, one quarter of the total, were machine independent. There were a 
lot of people who contributed to this publication. In 1990, 67 writers saw their articles published in CN. An 
additional 45 authors appeared in the "Letters to the Editor" section (not included in the index below). For your 
convenience, listed below, by type of article, is an index to everything published in 1990. Entries include the 
article title, author, month of publication and page number. Products reviewed in one of our regular columns 
are also listed under the product review section. 


Regular Features: 

8-Bit Alchemist, by Ben Poehland 

A New Editor, A New Column (Sep, p.68) 

Atarifest!!! (Nov, p.10) 

The Magic Juice! (Oct, p.24) 

The Twilight Market: Mailorder Sources For 8-Bit (Dec, p.14) 

A.Yooza, by Rick Keene 

A.Yooza, Installment 1 (Dec, p.76) 

G-Man, by Dave Grace 

Notes From the Coat Pocket (Jul, p.30) 

The G-Man: As Seen On TV! Atari 1990 Highlights (Jan, p.42) 
The Marshall Artist, by Steve Marshall 
Color Clip Art (Jan, p.24) 

Small Miracles, by Frank Kweder 

Darklite, Hydra2, Liberace, Lissa, Frost, Kweder,F (May, p.66) 

Gtia Kali, Gtia Kal2, Magic Carpet, Kweder,F (Apr, p.60) 

Hilbert, Sinegr7, Short, Ripple, Mondrian, Kweder,F (Jun, p.62) 
Modi, Mod2, Mod3, Modmod, Kweder,F (Jan, p.52) 

Mweave, Ancient, Eyechart, Kweder,F (Jul, p.67) 

VisionslO, Visions15, Starwebs, Stargate, Kweder,F (Dec, p.64) 
Myths and Mysteries, by Dave Troy 
Comdex, CD-ROMS, and Things That Begin With C (Jul, p.48) 
Disguising ST Topics (Oct, p.58) 

Eight Bits & Sts: Happy At Last (Mar, p.50) 

Hard Disks IV: Build It Yourself (Jan, p.38) 

Mac’s England (May, p.26) 

On Vacation: Visits To Federated, Start, Atari (Sep, p.16) 
Retroactive Introductions (Jun, p.24) 

Searching, Neochrome, Laser C (Apr, p.34) 

Ten Simple Things You Can Do to Save the Earth (Dec, p.38) 
The Union Guys and Other Tales (Nov, p.37) 

PD Potpourri, by Brian Miller 
Art and Film Director (Apr, p.52) 

DC Formatter, Quick Index, Virus Killer 2.2 (Apr, p.64) 

Do Not Stamp Software (Sep, p.72) 

Little Green Selector (May, p.64) 

Me First! (Dec, p.68) 

MidiMike, Music Studio Song Player, MSplayer (Nov, p.68) 
Pack2Prg and Check VI.1A (Jul, p.68) 

PC File V5.0 (Jun, p.66) 

Picswitch .7, Degamac, Degasave, Image Editor DA (Jan, p.50) 
Superboot: One Super Program (Mar, p.62) 

Testmaster and Guitarist (Oct, p.62) 

Junkyard Pussycat, by John Barnes 
Anxious Moments Before Atarifest (Nov, p.20) 

Atari Users Uniting? and Developer Cannibalism (Jul, p.26) 
Genie Star*Services, ST Aladdin, Genie Lamp (Dec, p.26) 

Kitty Kudos and Cat Scratches (May, p.42) 

Life on the Internet (Mar, p.26) 

Mutant Ataris (Apr, p.22) 

Portfolio Surprise, Bum Rap for CLI (Jun, p.18) 

The Computer as Toaster, Spectre of XMAS Present (Jan, p.18) 
What Is an Atarifest? (Oct, p.30) 

What’s With the User Groups? (Sep, p.24) 


Small World, by Dave Small 

Advice for DaveG, Backorder Theories, Bugs (Mar, p.18) 

How and Why I First Learned Assembler (Jun, p.14) 

Idling, Part 1 (Sep, p.34) 

Idling, Part 2 (Oct, p.34) 

New Stuff (Nov, p.34) 

No Gloom Zone (Jul, p.20) 

The Incredible Atari Hotz Box (Dec, p.54) 

Spectre Tips and Tricks, by Doug Hodson 
Fixing Nec Mechanisms (Jun, p.37) 

Introducing Postscript (Jan, p.14) 

Moniterm Support, Postscript Again (Mar, p.22) 

Postscript Fonts (Apr, p.18) 

Version 2.65 Is Alive! and a Look at Multifinder (May, p.32) 

You Just Bought a Spectre GCR! (Sep, p.20) 

ST Toolbox, by J. Andrzej Wrotniak 
A Printer, a Monster, and the Mysterious Ms Schuetz (May, p.35) 
Doing Things a Different Way (Oct, p.71) 

Fixing Things That Ain’t Broke (Jun, p.32) 

Get Professional Help (Jul, p.52) 

Millenium 2.2, (Apr, p.28) 

Small Utilities May Make Your Life Easier (Jan, p.30) 

Squishing and Unzipping (Dec, p.35) 

Taking a Walk Around the Neighborhood (Nov, p.62) 

Universal Item Selector III (Mar, p.24) 

Virus—Such Things Don’t Happen to Nice People (Sep, p.44) 

ST Update, by Frank Sommers 

Atari in 1999, Lynx, Portfolio, Atari Stock, STe (Jan, p.08) 

Collision at Atari? an Atari Credo, Comdex (Nov, p.06) 

Comdex, a Success for Atari, Decline to Continue (Dec, p.10) 
Dealers Distraught, Atari Stock Slides, STe and TT (Mar, p.09) 
New Leadership, Dynasties, Hardware Havoc (Sep, p.12) 

No Product, White Lightning and the STe, ST Plus (Apr, p.10) 
Smiling Stockholders But Cloudy Skies (Jun, p.10) 

The Magician Remains Silent, Dusseldorf/Glendale (Oct, p.06) 
The Ship Comes In, Stacy’s for Sale, E.Germany (May, p.10) 

Tt’s in Canada, a New Face at Atari (Jul, p.08) 

Starting Block, by Richard Gunter 
ARC Alternatives (Apr, p.32) 

Cataloging Floppy Disks (Jul, p.38) 

For the ARC of It... (Jan, p.28) 

Of Mice and Desktops (May, p.30) 

Random Thoughts (Jun, p.22) 

Seasonal Reflections (Dec, p.24) 

Using Arc 6.02 (Mar, p.28) 

Viruses, Memory, and DAs (Nov, p.24) 

Where Has All My Memory Gone? (Oct, p.28) 

Your First Hard Drive (Sep, p:28) 

Stuck-ln-A-Rut, by Sam Wright 
Dr. Dooms Revenge (Apr, p.26) 

Dream Zone (May, p.44) 

Future Wars: Adventures in Time (Sep, p.64) 

Indiana Jones and the Last Crusade (Jul, p.60) 

Jinxter (Jan, p.26) 

The Hound of Shadow (Dec, p.66) 
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There and Back Again, by Robert Millard 

Dial 976-Crpg, Call Now.Jt’s Live! (Jan, p.22) 

Ultima 5—Warriors of Destiny (Mar, p.32) 

XE Update, by Len Poggiali 

MS-DOS Computer as File Server for 8-Bit (May, p.14) 

New PS Drivers, Sharing Dreams, Spartados,... (Jan, p.12) 

A Yankee Abroad, by Charles Warren 
A Yankee Abroad, Installment I (Sep, p.31) 

A Yankee Abroad, Installment II (Oct, p.64) 

Editorial, by Joe Waters 
A Bit of CN History (Jan, p.04) 

Atari Users at Forefront of Technological Change (Jul, p.04) 

But My Machine Is Still Good! (Jun, p.04) 

CN Atari User Group Program (May, p.04) 

New Competition for Atari (Nov, p.04) 

Reader Survey (Dec, p.04) 

Stacy4 - Hands on Look (Sep, p.04) 

Things Just Take Longer Than Expected (Apr, p.04) 

Why So Late, Greener Grass, Advertise! (Mar, p.04) 

Product Reviews 
Hardware and Peripherals 
Geniscan ST Hand Scanner, Moes.B (Nov, p.28) 

Genius Mouse: a Tale of Two Mouses, Van Wyck.S (Apr, p.45) 

HP LJ3—HP Laserjet III, Vale.M (Oct, p.10) 

HP LJ3—Your Atari ST With the HP Laserjet III, O’Boyle,D (Oct, p.14) 
Hotz Box, The Incredible, Small,D (Dec, p.54) 

IBM Keyboards for the ST, Biow.D (Nov, p.32) 

Best Mouse, Goldenimage, Trippletrack, Sommers,F (Sep, p.42) 
Migraph’s Hand Scanner, Raymore.P (Jun, p.46) 

Panasonic KX-P1124 Printer, Wrotniak,A (May, p.35) 

PC Ditto II: PC Emulator From Avant-Garde, Creighton,M (Mar, p.16) 
Supercharger From Talon Technology, Creighton,M (Apr, p.12) 
Synchro Express, Van Wyck.S (Jun, p.52) 

The Atari 1040 STe, Csullog.G (Mar, p.12) 

Z-Keys, Van Wyck.S (Dec, p.46) 

ST Software 

Aquanaut, Moes.B (Sep, p.47) 

ARC Shell, Gunter,R (Apr, p.33) 

Art and Film Director, Miller,B (Apr, p.52) 

Balance of Power, Elmore,D (May, p.60) 

Battle Chess, Hulseman.G (May, p.58) 

BETA-CAD: for the CAD Fearful—The Solution!, Simms,B (Mar, p.52) 
BETA-CAD: This Program Is Not for Me, Barnes,J (Mar, p.53) 

Bible—Battle for the Bible: Four Programs, Rapson.T (Jan, p.58) 
Blood Money, Mar.B (Apr, p.51) 

Bloodwych, Giovetti.A (Mar, p.42) 

Calamus Outline Art, Creighton,M (Jun, p.42) 

Check VI.1 A, Miller,B (Jul, p.68) 

Clue Master Detective, Moes.B (Jun, p.49) 

Day of the Viper, Giovetti.A (Dec, p.48) 

Dcopy, Gunter,R (Apr, p.32) 

DegaMac, Miller,B (Jan, p.50) 

Degasave, Miller,B (Jan, p.50) 

DC Formatter, Miller,B (Apr, p.64) 

DC Utilities, Wrotniak, J (Jan, p.30) 

Do Not Stamp Software, Miller,B (Sep, p.72) 

Dr. Doom’s Revenge, Wright,S (Apr, p.26) 

Drakkhen, Sapienza.J (Oct, p.68) 

Dream Zone, Wright,S (May, p.45) 

Duplicating and Security Handler, Van Wyck.S (May, p.38) 

F-19 STealth Fighter, Heininger.M (Sep, p.52) 

Fleet Street Publisher 3.0, Anderson,C (Jul, p.33) 

Forecaster III, Van Wyck.S (Oct, p.54) 

Future Wars, Wright,S (Sep, p.64) 

GEMvelope, Creighton,M (Jul, p.56) 

Geography Tutor: Your Electronic World Atlas, Moes.B (Jan, p.54) 
Guitarist, Miller,B (Oct, p.62) 

Gunship, Elmore,B (Nov, p.70) 


Hard Cold Cache V3.5, Wrotniak,J (Jan, p. 30) 

Harmony, Elmore,D (Sep, p.38) 

Hound of Shadow, Wright,S (Dec, p.66) 

Hoyle’s Book of Games, Elmore,D (Dec, p.62) 

Image Editor DA V0.65, Miller,B (Jan, p.51) 

Indiana Jones and the Last Crusade, Wright,S (Jul, p.60) 
Jinxter, Wright,S (Feb, p.26) 

Kidpainter, Moes.B (Jul, p.55) 

Kidpublisher Professional, Weatherhead (Jan, p.62) 

LDW Power and Templicity, Van Wyck,S (Mar, p.60) 

LHARC, Gunter,R (Apr, p.32) 

Little Green Selector, Miller,B (May, p.64) 

Manhunter in San Francisco, Elmore,D (Jun, p.58) 

Me First!, Miller,B (Dec, p.68) 

MidiMike, Miller,B (Nov, p.68) 

Millenium 2.2, Wrotniak,A (Apr, p.28) 

MSplayer, Miller,B (Nov, p.68) 

Music Studio Song Player, Miller,B (Nov, p.68) 

Nicklaus’ Greatest 18 Holes, Sommers,F (Jul, p.46) 

NeoDesk, Csullog.G (Apr, p.36) 

Olympus, Elmore,D (Nov, p.72) 

Operation Counterstrike: Falcon Revisited, Abram,R (Mar, p.64) 
Pack2prg, Miller,B (Jul, p.68) 

Pagestream in Color, Rudolph,S (Jun, p.50) 

Paper Boy, Sapienza.J (Apr, p.54) 

PC-File (IBM), Miller,B (Jun, 66) 

Pentimo, Moes.B (Nov, p.52) 

Phasar 4.0, Barnes,J (Mar, p.36) 

PicSwitch 0.7, Miller,B (Jan, p.50) 

Pipe Dream, Van Wyck.S (Sep, p.49) 

Prospero Developers Toolkit, Wrotniak,Ja (Jan, p.70) 

Protext, Hill.E (Mar, p.45) 

Puzzlepuzzle, Beddow.A (Apr, p.66) 

Quick Index, Miller,B (Apr, p.65) 

Quick ST II, Wrotniak, J (Jun, p.32) 

Readpic OCR, Moes.B (Nov, p.30) 

Red Lightning, Aryel.R (Mar, p.57) 

Red Storm Rising, Part 1, Elmore,D (Jul, p.42) 

Red Storm Rising, Part 2, Elmore,D (Oct, p.38) 

Revolver, Csullog.G (Apr, p.37) 

Risk, Hulseman.G (Dec, p.51) 

Shufflepuck Cafe, Creighton,M (Jan, p.66) 

Sim City, Giovetti.A (Nov, p.54) 

Skychase, Heininger.M (Jan, p.67) 

Soundoff! Sound Digitizer for the Atari ST, Hill.E (Apr, p.42) 
Space Ace, Sommers,F (Oct, p.56) 

Speed Ball, Hulseman.G (Jun, p.54) 

STDCAT, Gunter,R (Jul, p.38) 

Super Kidgrid, Moes.B (May, p.39) 

Superboot, Miller,B (Mar, p.62) 

Table Tennis Simulation, Van Wyck.S (Sep, p.62) 

Templicity, and LDW Power, VanWyck.S (Mar, p.60) 
Testmaster, Miller,B (Oct, p.62) 

The American Pastime Baseball Simulator, Moes.B (Jul, p.50) 
Their Finest Hour, Heininger.M (Dec, p.42) 

Tracker/St, Hill.E (Oct, p.48) 

Turbo ST, Wrotniak, J (Jun, p.32) 

TV Sports Football, Hulseman.G (Jan, p.64) 

Ultima 5, Millard,R (Mar, p.32) 

Ultimate Golf, Hulseman.G (Sep, p.56) 

Universal Item Selector, Csullog.G (Apr, p.39) 

Universal Item Selector III, Wrotniak,J (Mar, p.24) 

Virus Killer 2.2, Miller,B (Apr, p.65) 

Virus Killer 3.0, Wrotniak,A (Sep, p.45) 

Wayne Gretzky Hockey, Hulseman.G (Dec, p.56) 

Weird Dreams, Sommers,F (May, p.48) 

Willow: the Computer Game, Moes.B (Jan, p.57) 

Word Up 3.0 Vs Script, Anderson,C (Oct, p.16) 
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Wordflair Version 1.01, Creighton,M (Oct, p.20) 

Wordup Revisited, Elmore,D (Mar, p.48) 

World Class Soccer, Beddow,A (Apr, p.62) 

8-bit Software 

1989 Tax Advantage, Caldwell,R (Jan, p.6l) 

The Holy Bible: the New Testament, Ortman.T (Jan, p.60) 

Darw7: XE Drawing Program, Hallen.L (Apr, p.58) 

DOS XE, Peters,R (Jun, p.64) 

F-15 Strike Eagle, Fullerton,T (Mar, p.68) 

Karateka Returns, Beville.S (Apr, p.56) 

Panzer Grenadier, Harris,D (May, p.70) 

Paperclip Revisited, Harris,D (Jan, p.68) 

Print Shop Users Utility Disk, Berberick.B (May, p.68) 

SFP Utilities Disk, Berberick.B (May, p.71) 

Stationfall, Firewick.C (Apr, p.57) 

Tomahawk, Link.R (May, p.73) 

Winter Challenge, Link.R (Apr, p.61) 

Other Reviews 

Atari Portfolio: Brain Expansion, Troy.P (Apr, p.21) 

Lynx and Game Boy—Mano a Mano, Sommers,F (Jan, p.36) 

Lynx—a Buyer’s Guide to the Lynx, Hulseman.G (Jun, p.30) 

The Cuckoo’s Egg, Elmore,D (Mar, p.66) 

Tutorials 

All You Wanted to Know About Liquid Crystals, Hill.E (Apr, p.48) 

ARC Alternatives, Gunter,R (Apr, p.32) 

Brick Walls in Desktop Publishing, Raymore.P (Nov, p.26) 

Cataloging Floppy Disks, Gunter, R (Jul, p.38) 

Confessions of a Neodesk/Revolver/UIS Junkie, Csullog.G (Apr, p.36) 
DS Drives Can Use Back of SS Disk, Tolbert,R (Apr, p.46) 

For the ARC of It..., Gunter,R (Jan, p.28) 

Hard Disks IV: Build It Yourself, Troy.D (Jan, p.38) 

How to Double Your Disk Space, Dalton,D (Jun, p.56) 

Magic Juice!, Poehland.B (Oct, p.24) 

Neophyte’s Guide to 44-Mb Removable HD, Heininger.M (Nov, p.56) 
Of Mice and Desktops, Gunter,R (May, p.30) 

PC Ditto II Properly Installed, Biow.D (Nov, p.50) 

PostScript Fonts, Hodson.D (Apr, p.18) 

Secrets of XL/XE Power Supplies, Poehland.B (Nov, p.42) 

Tax Deductions for Home Computers, Poehland.B (Dec, p.30) 

Ten Desktop Publishing Hints, Troy.D (Dec, p.38) 

The New Look in CLI’s, Barnes,J (Oct, p.42) 

Typesetting with the ST, Price,B (May, p.50) 

Using ARC 6.02, Gunter,R (Mar, p.28) 

Viruses, Memory, and DAs, Gunter,R (Nov, p.24) 

Where Has All My Memory Gone, Gunter,R (Oct, p.28) 

Your First Hard Drive, Gunter,R (Jul, p.28) 

News, Commentary, and 
Other MiscellaneousArticles 

Humor 

Atari 1990 Highlights, Grace,D (Jan, p.42) 

Notes from the Coat Pocket, Grace,D (Jul, p.30' 

ST Emulator for the PC?, Wrotniak.J (Apr, p.30) 

Info 

Current Notes 1989 Index, Waters,J (Jan, p.78) 

News, Press Releases 

Atari at the Summer CES, Atari Corp (Jul, p.16) 

Atari Comdex Announcements, Atari Corp (Dec, p.18) 

Atari Corporation Laid Off 15% of US Workers, 2-Net (Apr, p.09) 

Atari Industry Announcements, Waters,J (Dec, p.72) 

Atarifest ‘90: WAACE Goes Upscale, Brown,R (Apr, p.77) 

CN Now Online, Visit Us on Genie, Barnes,J (Jan, p.45) 

New Initiatives for Developers, Barnes,J (Jan, p.46) 

Soviets/Atari Agree to Barter Chips/Hardware, Anderson,C (Jul, p.18) 
WAACE Atarifest ‘90, Barnes,J (Jan, p.21) 

WAACE Atarifest ‘90 Update, Barnes,J (Jul, p.58) 

News, Commentary 

1990 Canadian Atari Users Convention, Hill.E (May, p.20) 

A New Editor, A New Column, Poehland.B (Sep, p.68) 


A Yankee Abroad, I, Warren,C (Sep, p.30) 

A Yankee Abroad, II, Warren,C (Oct, p.64) 

Advice for DaveG, Backorder Theories, Bugs, Small,D (Mar, p.18) 
Anaheim Convention and Other Inventions, Raymore.P (May, p.17) 
Atari 8-Bit Systems: Alive and Well in Alaska, Lafevers.S (Jan, p.34) 
Atari Fans Feast at the Fest, 1985, Holtzhauer.J (Oct, p.04) 
Atarifest!!!, Poehland.B (Nov, p.10) 

Atarifest ‘90, Gunter,R (Nov, p.14) 

Back From the Future: a Call to Reality, Raymore.P (Mar, p.15) 
COMDEX Impressions, May,T (Dec, p.21) 

First Sydney Australia Atari Show, Clarke,J (May, p.24) 

How Ya Gonna Keep ‘Em Down on the Atari?, Seckinger (Dec, p.58) 
Is This the Manual or a Decoy?, Raymore.P (Sep, p.48) 

Mail Order Sources for 8-Bit, Poehland, B (Dec, p.14) 

New Stuff, Small,D (Nov, p.34) 

No Gloom Zone, Small,D (Jul, p.20) 

Noise! What Noise?, Raymore.P (Jun, p.28) 

Summer CES 1990, Osterman.K (Jul, p.14) 

Time for Another Glendale Atari Fair, Raymore.P (Nov, p.22) 

What is an AtariFest? Barnes,J (Oct, p.31) 

Stories 

How and Why I First Learned Assembler, Small,D (Jun, p.14) 

Idling, Part 1, Small,D (Sep, p.34) 

Idling, Part 2, Small,D (Oct, p.34) 

Taking My 8-Bit on the Road: Atari in Korea, Harris,D (Sep, p.60) 
The Atari on the Test Bench, Poehland.B (Jul, p.64) 

The Korean Connection, Harris,D (May, p.72) 

Why Five Ataris?, Poehland.B (Jun, p.60) 
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New Spectre CN Library Disks 

by Jeff Greenblatt 


Glypha 

2.0 


This month, Current Notes is releasing five new PD and 
Shareware Spectre compatible library disks. Some of these applica¬ 
tions will only work with version 3.0 of Spectre and are so noted. If 
you like and use these files, don’t forget to make your shareware 
donation(s) to the author(s). Here is a rundown of what each of the 
new disks contain: 

S101D: Games #14. Contains 8 new games (Spectre 3.0 
required). They are Express Lane, Glider+ 2.02 with Docs, Glypha 2.0 
with Docs, MiniGolf, pNuki 1.1, Slam Dunk 1.2, TENS!, and Tripple 
Yahtzee. 



nmn 



Tripple 

Yahtzee 


S102D: MouseDroppings Hints. Contains 47 text files with 
hundreds of hints and tips on the use of the Macintosh and many 
applications. 

S103D: Chime 1.6. Contains the latest version of Chime 
(Spectre 3.0 required) related documentation and 27 chime sounds. 
The sounds are Better Cuckoo, Big Belch, Big Ben, Boing 3, Chime 
15, Chime Bell, Curly, Donk, Flying Arrow, Guitar, Happy Baby, 
Hiccup, High Bell, Horn, IBM PC, Meep Meep, Nyuk Nyuk, Quack, 
Sam Kinnison, Sheep, Shotgun Blast, Spam?, Standard Radio Boing, 
Synth Clock, Toot Toot, Twit! and Windup Alarm. 

S104D: Intruder II. An adventure game created with World 
Builder. It took the author two years to create this shareware 
adventure. It may take two years to solve it. 

S105: ATM Fonts #1. Seven Type 1 Postscript fonts for use 
with Adobe Type Manager 1.2 or higher. The fonts are Carrick Caps, 
Green Caps, Horst Caps, Konanur Caps, Lee Caps, Reynolds Caps, 
and Zaleski Caps. 
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Other CN Spectre Library Disks 


SI 00: Stuff it Classic 1.6 

S99D: Utilities No. 16 

S98D HyperStacks No. 11 

S97D: Games #13 

S96D: Publishlt Easy Demo 

S95: Startup Screens No. 2 

S94: Sounds No. 9 

S93D: Games No.12 

S92D: EPS Clip Art No.3 

S91D: Utilities No.15 

S90D: Games No. 11 

S89: HyperStacks No. 10 

S88D: EPS Clip Art No.4 

S87: Utilities No. 14 

S86D: Twilight Vale Adv. Game 

S85D: EPS Clip Art No. 3 

S84: Sounds No.8 

S83: Utilities No.13 

S82D: HyperStacks No.9 

S81D: Grendel 1.0 Adv. Game 

S80: Postscript Fonts No.4 

S79: Utility No.2 

S78: EPS Clip Art No.2 

S77: Graphics No.3 

S76: Startup Screens No.1 

S75:: Games No.10 

S74: Sounds No.7 

S73: Utilities No.11 

S72D: HyperStacks No.8 

S71D: Shanghai Demo 

S70D: HyperStacks #7 

S69: Sounds No.6 

S68: Games No.9 

S67: Utilities No.10 

S66: Games No.8 

S65D: HyperStacks No.6 

S64D: Postscript Clip Art No.1 

S63: Utilities No.9 

S62D: PipeDream Demo 

S61D: HyperStacks No.5 

S60D: PostScript Fonts No.3 

S59: Sounds No.5 

S58D: Clip Art No.2 

S57: Utility No.8 

S56D: HyperStacks No.4 

S55: Utility No.7 

S54: Games No.7 

S53D: Clip Art No.1 

S52: Postscript Fonts No.2 

S51D: Postscript fonts No.1 


S50: Dungeons of DoGm, V5.4 

S49: Lawn Zapper arcade Game 

S47D: Phoenix Adv Game, disk I 

S48D: Phoenix Adv Game, disk II 

S46: Everyman 1 Adv. Game 

S45: Graphics No.2 

S44: utility No.6 

S43 VideoWorks w/Sound No.2 

S42: Productivity No.2 

S41: Productivity No.1 

S40D: HyperUtility No.3 

S39: Utility No.5 

S38: Games No.6 

S37D: HyperStacks No.4 

S36: Sounds No.4 

S35D: HyperStacks No.3 

S34: Excel Templates 

S33D: HyperUtility No.2 

S32: VideoWorks w/Sound No.1 

S31: DAs No.2 

S30: Utility No.4 

S29: Sounds No.3 

S28: Database Builder Demo 

S27: Games No. 5 

S26: Fkeys No.1 

S25D: MacMoney Demo 

S24: Games No.4 

S23: Sounds No.2 

S22: Sword of Siegfried 

S21: Utility No.3 

S20D: MacDraw II Demo 

S19D: Hyper Utility No.1 

S18: Graphics No.1 

S17: Sounds No.1 

S16: DAs No.1 

S15: Games No.3 

S14: Utility No.2 

SI 3D: Stacks No.2 

S12D: Full Impact Demo 

S11: Utility No.1 

S10: HyperStacks No.1 

S09: Telecom No.1 

S08: Image Studio Demo 

S07: Games No.2 

S06D: PowerPoint Demo 

S05: Games No.1 

S04D: Aldus Freehand Demo 

S03D: Red Ryder 9.4 

S02: MacPaint 2.0 Demo 

SOI: MacWrite 5.0 Demo 


(All CN disks are $4.00. See page 77 for ordering information.) 


January/February 1991 
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Current Notes ST Library 


July-August 1990 

#460D: DYNACADD DEMO- 

(M) VI.76. CADD package, (no 
SAVE or EXPORT) comes with 
font editor program and several 
utilities. Req 1MB, DS, mono. 
#461: CALAMUS OUTLINE 
ART DEMO— (M) Working demo 
(no SAVE) to this companion 
program to Calamus. Req 1MB, 
DS, mono. 

#462: BLOODWYCH DEMO- 

(C) Fully-playable “Dungeon 
Master” game by Mirrorsoft. 

#463: BLOOD MONEY DEMO 
and WIPEOUT— (C) BLOOD 
MONEY, horizontally-scrolling 
shoot-’em up. WIPEOUT demo, 
Intergalactic Hoverboard Chal¬ 
lenge. 

#464: PERSONAL FINANCE- 

Payroll, (V3.0, complete payroll 
operations, quarterly reports, 
printing paychecks, up to 200 
employees). Cost of Living Adjus¬ 
ter, Checkbook VI.14, and Per¬ 
sonal Finance Manager demo. 
#465D: MAIL PRO & STOCKS 
AND BONDS— (M) Mail Pro 
Demo: filing and mail-merge sys¬ 
tem, demo ver offers limited 
entries. Req 1MB. Stocks and 
Bonds is a game based on the 
fast action stock market game. 
#466: 16-VOICE SEQUEN¬ 
CER —features multi-voice 
recording, split keyboards and/or 
velocity ranges, simple editing. 
#467: MIDI MUSIC MAKER- 
music player for Music Studio 88, 
Music Construction Set, EZ-Track, 
Standard MIDI Files, Sid Player 
Music, Master Composer, Advan¬ 
ced Music System, MIDI Music 
System, Orchestra 85/90, Lyra 1/2. 
#468: CALAMUS FONTS#3- 
Advertising, Barnum, Casual, Cel¬ 
tic, Chrome, Flash, Harloe, 
Mouse, Schoolbook, Western. Incl 
Atari, MC & VISA logos. 

#469: PAGESTREAM FONT 
EDITOR— The official font editor 
from Soft-Logik. 

#470: CUP ART# 14— People, 
in variety of everyday situations- 
Degas format. 

#471: CLIP ART#15— More 
People in Degas format pics. 
DSLIDE viewing program included. 
#472: INSTANT GRAPHICS! 

V2.14— communicate over 
modem in color, sound, and 
motion. 

#473: INSTANT GRAPHICS! 
UTILITIES— editing and graphics 


creation utility, in-depth tutorial, 
and utility to convert Music Studio 
files to IG format for playing MIDI 
songs over your modem. 

#474: MINITERM and 
MINIBBS— Miniterm is a full-fea¬ 
tured desk acc. Minibbs is opera¬ 
tional BBS with up/download, chat 
mode, and message bases. 

#475: HYPERSCREEN and 
STDCAT V4.3— Hyperscreen, 
implimentation of the Hypertext 
concept on the ST. STDCAT, disk 
cataloger program. 

#476: ME FIRST— (C) V2.0. 
Interactive learning games/stories 
for children. Includes documen¬ 
tation and additional DATA files. 
#477: CLASS and EZ- 
GRADE— CLASS V2.05, com¬ 
bination database and spread¬ 
sheet for teachers. EZ-Grade, 
demo of a commercial gradebook 
program from Integral Software. 
#478: SPACEWARS— (C) Ver¬ 
sion 1.0, new outer space shoot- 
em up game. 

#479: HERO IID— DEMO of 
HERO II gaming system incl 
Dungeon Construction Set to 
create and manipulate dungeons 
for the HERO ll game system. 

September 1990 

#480D: CURRENT NOTES 

CATALOG— catalog of the 500+ 
disks in the CN ST Library. 

#481D: CN MACINTOSH 
COLLECTION— complete text of 
the Magic Sac/Spectre columns 
published in CN from 3/87 - 7/90. 
#482D: WALLACE NO.1 — 
Cyber Animations: Dr.Who and 
Who-K9. 6 NEO pics (cigs, 
daleck, floppy, paper, whobox4, 
whoboxS) 

#483D: WALLACE NO.2— 

Cyber Animation: Albatros. 6 NEO 
pics(alarm, diner, kitten, marquee, 
ssmonu, title2). 5 PI1 pics(choco- 
lat, express, house, shawl, 
unionstl). 

#484D: WALLACE NO.3— 

Cyber Animations: Mad_Max and 
Megafugi. Marsch.spc, ani- 
mate4.prg, and spslide.prg. 

#485: ALGEBRA I: Linear 
Equations— tutorial program 
leading the user into correct 
equation solving techniques from 
basic properties through fractional 
equation solving. 

#486: ALGEBRA I: Verbal 

Problems— Covers 10 of the 
most common type verbal pro¬ 


blems found in Albebra I text¬ 
books. 

#487: BASIC MATH SKILLS: 
Operations— pick adding, sub¬ 
tracting, multiplying, dividing, or a 
mixture of all four. Includes choice 
of one of two different arcade 
type learning games. 

#488: GIST (Grades, Inter¬ 
ims, Student Teams)— grades 
management program for tea¬ 
chers. 

#489: DO NOT STAMP UTILI¬ 
TIES— Area Code Locator; Pos¬ 
tal.prg, state abbreviations and 
spellings; SHREDR VI.1, per¬ 
manently shred data from your 
disk; HotlStat VI.1, analyze ledger 
files created by Hotwire. 

#490: THE VIRUS DISK -The 
Virus Killer, Ver 3.11, detect and 
eliminate viruses from your disks; 
Hospital, set of anti-virus utilities; 
Super Virus Killer; Flu, displays 
symptoms of viral infections. 
#491: WILD FLOWERS—16 
stunning pictures of Wisconsin 
wild flowers in PCI format (Black- 
eye, Bloodrt, Fleabane, Forgetme, 
Goldnrod, Hawkweed, Hepatica, 
Indpipe, Paintbru, Prklypar, Sil- 
verwd, Smallow, Spiderwt, Thistle, 
Trillium, and Wildrose). 

#492: UTILITY NO.44—Fast- 
Copy III! (program and acces¬ 
sory); HyperFormat, format 927K 
on 83-track DS disk. ARC Ver 
6.02, latest version of ARC com¬ 
pression utility, runs roughly twice 
as fast as earlier Ver 5.21. 

#493D: B/STAT— Version 2.36 
of B/STAT, sophisticated graphing 
and statistical analysis program. 
Req 1 MB, DS. 

#494: TAIPAN ll/GFA SHELL 

PLUS— Taipan II, VI.1: early 
1800s trade as you engage in 
combat with enemy ships.(C) GFA 
Shell Plus: replacement for the 
GFA Menux program. 

October 1990 

#495: TESTMASTER.Ver 2.01, 
(C/M) Set up your own tests to 
help prepare for exams. Data for a 
variety of general subjects (like 
States and Capitals) included. 
#496D: GUITARIST DEMO. A 
tool to help guitarists learn chords 
and scales in all keys and all 
positions of the fretboard. 
#497D: PUBLIC PAINTER 
V0.1 (Mono) Latest version of 
this popular paint program from 
Germany. Indues English docs. 


#498D: EQUINOX SOUND- 
TRACKER Soundtracker (V2.5) 
Includes five songs: tar concert in 
air, dns, demons soundtrack, rsi 
rise up, and wild. 

#499: STARBLADE DEMO. 

(C) Space-opera set in the 30th 
Century in the vastness of the 
Orion galaxy. 

#500: YOLANDA and RICK 
DANGEROUS. (C) Demos. 
Yolanda is an arcade/adventure 
game. Rick Dangerous, part-time 
explorer and stamp collector, 
captured by the Goolu tribe, must 
escape. 

#501: PHOTON STORM.(C) 

Playable demo version of this 
fast-paced space arcade game. 
#502: GLOVES/FUTURE(C) 
Playable demo versions of two 
new arcade games: Kid Gloves 
and Back to the Future. 

#503: NEODESK 3 AND CLI 
DEMOs. Demo version of Neo- 
Desk 3, a replacement for the 
built-in Atari desktop. NeoDesk 
CU is a window-based command 
line interpreter that hooks into 
NeoDesk itself. 

#504: KID GAMES. (C) 

KVJVIATCH, Flip over squares to 
match baby and parent animals. 
LET-HUNT, learn alphabet by 
matching letters on the screen. 
ENCH_FOR, Enchanged Forest, a 
variant of both ‘Shutes and Lad¬ 
ders’ and ‘Candyland’ suitable for 
children 3 and above. KV_GEO-1, 
Hypertext geography, learn about 
the solar system. Shareware. 
#505D: TALESPIN ADVEN¬ 
TURES.^) SD1, Mansion, and 
Mountain. SDI.TAL (created by 10 
children in the 2nd-5th grades), 
MOUNTAIN.TAL was designed by 
8 3rd-5th graders. 

#506: UTIUTY NO. 45. TLC- 
Play, play any digitized sound fmt 
file; TLC-namr, add symbols to 
file name; tic-form, format disk to 
read/write fast; TLC-attr, change 
file attributes; mouse_db, new 
mouse doubler V3; spirited, text 
ed desk acc; al-time, time & date 
setter; clock_5, all rez clock acc; 
maccel3, Atari Mouse Accelerator 
3; ocultarx, hard disk password 
protection; idle_22, idle screen 
saver;unlzh172, fastest extract for 
LZH archives; volume, rename 
disk volume; ST Sentry V5.1. 
#507: TADS. Text Adventure 
Development System. Includes 
Ditch Day Drifter adventure game. 
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#508: DEEP SPACE DRIFT¬ 
ER. A Text adventure game crea¬ 
ted with TADS. 

#509D: GENIE FILES 9/90. 

Archive of files found in the 31 
GEnie libraries as of Sep 1, 1990. 
Files also listed in numerical order 
from 10000 through 16500. 

November 1990 

#510D: BULLETIN BOARD 
SYSTEMS. Two shareware bul¬ 
letin board systems: Nite Lite BBS 
and Vulcan Embassy BBS. 

#511: MIDI MUSIC DISK. Midi- 
Mike Version 1.0, Music Studio 
Song Player 1.2, and MSPlayer by 
Walter Holding. 

#512: SORRY & ST SQUARE. 

(C). Sorry is the same as the 
popular board game of the same 
name. ST Squares is based on the 
Hollywood Squares game show. 
#513: DISENCHANTED. An 
interactive fantasy game. 

#514: PILEUP V3.1. (C) latest 
version of this Tetris clone is 
compatible with TOS 1.4. 

December 1990 

#515D: STARTING BLOCK. A 

collection of columns by Richard 
Gunter directed at the novice just 
starting out with his computer. 
Also includes other CN tutorial 
articles including a series on hard 
drives. 

#516: STARGATE V3.0. Look 
out of a spaceship and see the 
stars around your location. 

#517D: ALADDIN. GEnie Atari 
ST Aladdin, an automatic com¬ 
munications tool designed to 
provide you with the most effi¬ 
cient use of the features and 
services of GEnie. 

#518: UNION DEMO. One Of 
the most spectacular demos for 
the ST showing off many of the 
animation and sound capabilities 
of the ST. (C) 

#519D: PRINTER UTILITIES. 

AW-Print, a generic printer utility 
that let’s you easily define the 
characteristics of any printer and 
send codes via handy GEM drop¬ 
down menus. Also includes two 
24-pin printer screen dump utili¬ 
ties (SCDMP1_5 and SCRDMP24), 
and specific printer setup utilities 
for the Panasonic KX-P1091i 
(PANASET), the STAR NB 24-10, 
(STARNB24), and Gemini lOx 
(GEMINI). Most of these will also 
work with any Epson compatible 
printer. 

#520D: AIR WARRIOR, 

V2.0B. Latest update to this air 


simulation game. Game can be 
played in isolation to practice, but 
is designed for interactive combat 
on GEnie. 

#521D: CLIP ART NO. 16. 

"Old Cars," 28 IMG files of a 
variety of antique cars. 

#522D: CLIP ART NO. 17. 

"Cartoons," 55 IMG files. 10 pic¬ 
tures of Garfield, 13 Smurf pics, 
and 32 other cartoon characters. 
#523D: CLIP ART NO. 18. 

"Misc Themes," 49 IMG files: 6 
Egyptian pictures, 29 Music pic¬ 
tures, and 14 Zodiac pics. 

#524D: CLIP ART NO. 19. 

"High Res Pictures," a collection 
of 24 fine art pictures in an IMG 
clip-art format. 

#525D: GRAN PRIX. An auto 
racing arcade game with dozens 
of various courses. (C). 

#526D: eSTeem PILOT Demo 
(1.0). PILOT is the classic, edu¬ 
cational authoring language, richly 
enhanced by GEM, for creating 
and using tutorials, computer- 
based instruction, and laser 
videodisc training. Works best on 
monochrome systems. 

#527D: NAME THAT TUNE & 
ALCHIMIE. Alchimie Jr is a 
music sequencer for use with 
MIDI. Name That Tune is a fun 
little game that lets you match 
your skills with an opponent to 
see who is better at recognizing 
songs. Use with either or both of 
the song data disks listed below. 
#528: NAME THAT TUNE 
MISC SONGS. Ill songs for 
use with the "Name That Tune" 
game on #527. All kinds of 
songs are on this disk. 

#529D: NAME THAT TUNE 
TV SONGS. Ill themes from 
various TV shows. Use with CN 
#527 for a fun and exciting Name 
That Tune contest. 

#530: CINEMA & FLASH- 
CARD. Two educational pro¬ 
grams. Cinema allows young kids 
to run and create simple anima¬ 
tion sequences. Flashcards is 
just like the name suggests. The 
author used it to help learn a 
foreign language. 

#531: UTILITY NO. 46. Quick 
ST 2.2 Demo, speed up your ST! 
Little Green Selector VI.88— 
newest version of this alternative 
file selector routine. The Gram 
Slam Grammar Checker Demo- 
-at last, a way to check your 
grammar! 

#532: MANIAC MINER and 
VALGUS. (C) Maniac Miner lets 
you go exploring looking for 


underground treasures but watch¬ 
ing out for rockslides and other 
obstacles. Valgus V2.0 is a two- 
player version of a Tetris-clone 
game. If you liked Tetris, you’ll 
love competing against an 
opponent in Valgus. 

February 1991 

#533: ST GAMES. (C) COL- 
LAPSE VI.1, Blocks fall in groups 
of three. The object is to line up 
three or more of the same type in 
horizontal, vertical or diagonal 
rows. JEOPARDY, Gives the 
players an excellent expierence in 
testing thier knowledge, and a 
simulation of being a contestant 
on the real show. VALGUS~2 V2.0 
(pronounced “Valgus squared,”) a 
the sequel to Valgus, a pd version 
of Tetris. In VSQ, the seven fam¬ 
iliar Valgus pieces as back, but 
they come at you from all four 
sides of the 27x27 playing area. 
TRIPPLE YAHTZEE, V2.0, a terrific 
version of the popular dice game 
providing hours of enjoyment for 
one or more players. 

534D: HACMAN II. (C) This 
Pacman clone has all digitized 
sound effects plus several new 
“features”: 100 new levels, Four 
new ghosts, Cameo appearances 
by many other creatures, Puzzle 
boards, Skips (skip a board you 
hate by pressing the space bar), 
Ghost hit/miss statistics, Secret 
warps, and a surprise or two for 
the really devoted. 

535: KIDMIXUP PLUS. (C) The 
“plus" is that you can now add 
your own sequence files created 
with any DEGAS-compatible paint 
program. Three picture files by 
the authors (a total of 27 
sequence themes) are included 
with this program. Child chooses 
a sequence theme from the pic¬ 
ture icons. Four pictures appear. 
The child clicks on each in turn to 
place them at the bottom of the 
screen in the correct order. 

536D: FIVE KID PROGRAMS. 
(C) RABBIT (a rabbit bounces off 


the back of a fox in order to reach 
carrots floating by in the sky). 
SANTAWRK (Santa Claus is 
grasping for Christmas deco¬ 
rations while angels try to keep a 
trampoline under him). BURGER 
(Ronald McDonald attempts to 
grab burgers as they float by in 
the sky). CIRCUS: a two-player 
math game with adjustable level 
of challenge. ROBIN: control 
mother robin as she eats flies and 
gathers her children from various 
nests. These programs for kids 3 
and up. 

537: PERFECT MATCH and 
KV-FONIC. (C) Perfect Match, 
shareware version of program ori¬ 
ginally distributed by Michtron. 
Match cards to demonstrate your 
knowledge. KV_FONIC introduces 
children to phonics. It includes 9 
pouzzles containing consonants 
(b,c,d...), blends (si, sn, sm...) and 
digraphs (th,sh...). You can easily 
create your own puzzles or 
modify the existing ones. 

#538: CALAMUS FONTS #4. 
Tiphany, Fancy Chancery, Wind- 
zor, University Roman and 
University Bold, Broadway Engra¬ 
ved, ST_FRANC (paste up your 
own ransom note), The Architect 
font, and SHOWFONT.CDK (pro¬ 
duces a nice display of any Cala¬ 
mus compatible font.) 

#539D: ARCADE DEMO 
DISK. (C) Playable demos of 
three arcade games: Toyota Rally, 
Flimbo’s Quest, and Defender II. 

The CN library is available on 
Syquest 44MB removable 
cartridges. Carts are $119.95 
each plus $3 S&H. 

Cart 1 has 112 ST disks 
(#347 - #469). 

Cart 2 is the Spectre Col¬ 
lection (#S1-#S80). 

You may also order Andrzej 
Wrotniak’s programs through 
Current Notes: 

STAR BASE, $43. 

EL CAL 1.3, $44. 

Both programs for $81. 


^ All Current Notes disks are only $4.00 each (add $1 / every 6^ 
disks for shipping and handling up to a maximum of $6.00). 
Quantity discounts are available: 

10 disks for $35 
30 disks for $100 
50 disks for $150 

CN disks are guaranteed to work. If you ever encounter a 
problem, simply return the disk and we will gladly replace it. Note 
that a "D" after a disk number indicates a double-sided disk. 

Order disks from CN Library, 122 N. Johnson Rd, Sterling, VA 
22170. VISA and MasterCard orders are welcome (703) 450-4761. 

___ j 
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Canadian Atari clubs are also eligible. Foreign club rates are $31/year or $58/2 years.) 


Alabama 

Alabama ACE, Joe Moudry, PO Box 1205, 
Tuscaloosa AL 35403-1205 (205-556-1781 
Huntsville AUG, Levin Soule, 3911 W. 
Crestview, Huntsville AL 35816 (205)534-1815, 
BBS: (205)722-0900 

Arizona 

NW Phoenix Atari Connection, Paul 
Parks, P.O. Box 36364, Phoenix AZ 85067 
(602)278-2375 

SE Valley Atari Connection, Tim Bar, P.O. 
BOX 662, Chandler AZ 85224 (602)821-1200 
Tucson Atari Central, Ray Waters, 1426 W. 
Kilburn Rd, Tucson AZ 85705-9232 (602)887- 
4196 

Arkansas 

Little Rock Atari Addicts, Keith Steensma, 
28 John Hancock Cir, Jacksonville AR 72076 
(501)985-2131 

California 

A.C.A.O.C., Larry Weinheimer, P.O. BOX 
9419, Fountain Valley CA 92708 (714)969-9053 
A.U.G.I.E., Don Lucia, 3905 N. Lugo Ave, San 
Bernardino CA 92404 714-880-3539 
Antelope Valley ACE, Don Glover, PO Pox 
512, Palmdale CA 93590 (805)272-9084, BBS: 
(805)723-0093 

Atari Anonymous User Group, Todd 
Bane, P.O. Box 1433, Upland CA 91786-1433 
(714)737-4329, BBS: (714)625-4251 
Atari Bay Area Computer Users’ 
Society, Bill Zinn, PO Box 22212, San 
Francisco CA 94122 (415)753-8483 
Atari Computer Enthusiasts Society, 
Luis Outumuro, 16132 Elgenia Avenue, West 
Covina CA 91722 818-960-7210 
Atari Federation, Chester Hadely, P.O. Box 
5367, Vandenberg AFB CA 93437 (805)733- 
4177 

Atari Users’ Group of the Inland Empire, 

Don Lucia, 3905 N. Lugo, San Bernardino CA 
92404 (714)883-3547 

Bakersfield ACE, Anthony Garcia, P.O. Box 
40203, Bakersfield CA 93308 (805)397-9566 
Cajon Computer Club, Tim Adams, 639 
West 36th Street, San Bernardino CA 92405 
(714)882-6784 

E.R.A.C.E., Gary Martin, 1906 Avineda Del 
Diablo, Escondido CA 92025 (619)489-9872 
Far East Atari ST, Dale Ellis, PSC Box 7075, 
APO San Francisco CA 96293 
H.A.C.K.S., John King Tarpinian, 249 North 
Brand Boulevard #321, Glendale CA 91206 
(818)246-7286 

Long Beach ACE, Lee Curtis, P.O. Box 
92812, Long Beach CA 90809-2812 (213)423- 
2758 

N.O.C.C.C. ST-Sig, Dain Leese, 3852 Balsa, 

Irvine CA 92714 (714)552-5185 

Pass Area ST Enthusiasts, Steve Miller, 

1145 west Westward, Banning CA 92220 

(714)849-7927 

R.A.M. of Ventura County, Tim McCoy, 
P.O. Box 112, Camarillo CA 93011 (805)482- 
4788, BBS: (805)987-6985 


S.M.L.A.C.E., Eric A. Daniels, P.O. Box 2286, 
Orcutt CA 93457-2286 (805)929-3296 
ST ACE of Sonoma County, Hal Anderson, 
P.O. Box 4916, Santa Rosa CA 95402 707- 
542-1745 

San Diego Atari Computer Enthusiasts, 

Thomas W. Briant, PO Box 900076, San Diego 

CA 92120 (619)581-2477 

San Diego ST Users Workshop, Chester 

Edwards, 902 Nolan Way, Chula Vista CA 

92011(619)224-5090 

Santa Barbara ACE, Avery Galbraith, P.O. 
BOX 3678, Santa Barbara CA 93130-3678 
(805)687-1075 

Santa Clarita Valley ACE, Mark Ostrove, 
19449 Nadal St, Canyon Country CA 91351 
(805)252-6881 

The Desert Atarians, Lee Ellis, 47-800 
Madison Street #53, Indio CA 92201 (619)342- 
1600, BBS: (619)342-1647 

Colorado 

Front Range AUG, Jerry Belfor, 3012 Rock- 

borough Ct, Fort Collins CO 80525 (303)223- 

2604, BBS: (303)223-1297 

Pikes Peek and Poke ACE, Rick Reaser, 

PO Box 17779, Colorado Springs CO 80935- 

7779 

Connecticut 

AUG of Greater Hartford, William 
Midyette, PO Box 289, Windsor Locks CT 
06096-0289 (203)627-6996, BBS: (203)623- 
3759 

Fairfield County ACE, Paula Burton, 362 
Hattertown Rd, Monroe CT 06468 (203)452- 
1716 

ST Atari Road Runners, Glen Werner, 1160 
South Curtis St, Wallingford CT 06492 
ST Atari Users Society, Brian Rufini, 176 
Burnside, E. Hartford CT 06180 (203)289-7903 

Delaware 

Central Delaware Atari Computer Club, 

Tom Baldwin, PO Box 545, Camden DE 19934 
(302)678-9411 

Florida 

Atari Boosters League East, Hadley Nel¬ 
son, P.O. Box 1172, Winter Park FL 32790 

Georgia 

Middle Georgia AUG, Pete Miller, 115 
Feagin Mill Rd, Warner Robins GA 31088 
(912)328-8758 

Idaho 

Boise User Group, Frank Chan, 1717 S. 
Curtis Rd, #31, Boise ID 83705 208-376-5603, 
BBS: (208)377-1465 

Rattlesnake ACE, Carson Walden, 301 Birch 
St., Mountain Home ID 83647 208-587-7476, 
BBS: (208)587-7603 

Illinois 

Central Illinois AUG, Robert Handley, 1920 
East Croxton Ave, Bloomington IL 61701-5702 
(309)828-4661, BBS: none 
Eastside Atari Users Group, Hank Vize, 
2425 Crislisa Drive, Alton IL 62002 (618)465- 
0342, BBS: (618)254-6077 


Galesburg Atari Users Group, Michael 
Burkley, PO Box 55, Viola IL 61486 (309)596- 
4152 

Lake County ACE, Dwight Johnson, PO Box 
8788, Waukegan IL 60079 (312)623-9567 
ST Information Group, Joe Lambert, 1116 
Woodlawn Ct, Pekin IL61554 
Surburban Chicago Atarians, Alvin Ries- 
beck, P.O. Box 7226, Roselle IL 60172 
(708)985-0693, BBS: (708)231-7227 
Indiana 

Atari ST Computers in Indianapolis, 

Daniel W. Ward, 1752 Alimingo Dr., Indianapo¬ 
lis IN 46260 (317)254-0031, BBS: (317)353- 
9326 

Bloomington Atari ST, Stu Huffman, 1752 
Alimingo Dr., Indianapolis IN 46260 BBS: 
(812)332-0573 

Calumet Region Atari Group, Jeff Coe, 
PO BOX 10995, Merrillville IN 46411-0995 
Eli Lilly Corp ST Users’ Group, Karl 
Werner, Eli Lilly Corp Cntr, Indianapolis IN 
46285 (317)276-3020 

Iowa 

Midwest Atari Group-lowa Chap, Gordie 
Meyer, PO Box 1982, Ames IA 50010 
(515)232-1252 

Kansas 

Ft. Leavenworth Atari Group, P.O. Box 
3233, Ft. Leavenworth KS 66027 
Lawrence Atari Computer Club, Robert 
Drake, PO Box 1415, Lawrence KS 66044 
(913)842-5961 

Midwest ST Atari Resource, Gary Leach, 
7213 Mastin, Merriam KS 66203 
Wichita ACE, Marilyn Merica, 501 Trotter, 
Maize KS 67101 (316)722-1078 

Kentucky 

Atari Exchange of Louisville, Don Garr, 
PO BOX 34183, Louisville KY 40232 BBS: 
(502)456-4292 

Louisiana 

New Orleans Atari Computer Enthu¬ 
siasts, Matt Absalom, P.O. Box 73236, 
Metairie LA 70033 

Maryland 

Atari Users Regional Association, Bill 
Brown, PO Box 7761, Silver Spring MD 20910 
(301)279-7537 

Frederick ACE, Buddy Smallwood, 923 N. 
Market St., Frederick MD 21701 
Maryland Atari Computer Club, James 
Hill, 8591 Wheatfield Way, Ellicott City MD 
21043 (301)461-7556 

Meade Atari ST, Bob Johnson, 1616B 
Forrest Ave, Ft. Meade MD 20755 

Massachusetts 

Boston Computer Society/Atari, Jerry 
Feldman, One Center Plaza, Boston MA 02108 
(617)244-3025, BBS: (617)396-4607 
Nashoba Valley Atari Computer Users’ 

Society, Ray Wallace, PO Box 456, Maynard 
MA 01754 (508)534-0699 
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South Shore Atari Group, Norman Bou¬ 
cher, PO BOX 129, Boston MA 02136 (617)361- 
0590 

Western Mass Atari User Group, Richard 
Randolph, North Westfield St., Feeding Hills 
MA 01030 (413)786-0486 

Michigan 

Coastal Area AUG, Lowen Overby, P.O. Box 
5098, Biloxi MI39534(601)388-1515 
Michigan Atari General Information 
Conference, Mike Lechkun, 4801 Martin Rd, 
Warren Ml 48092-3491, BBS:(313)978-7363 
ST INterest Group, Allen Whipps, PO Box 
321, Marne Ml 49435-0321 452-0285, BBS: 
891-1785 

Minnesota 

Minnesota Atari ST, David Paschall-Zim- 
bel, PO Box 12016, New Brighton MN 55112, 
BBS: (612)472-6582 

Missouri 

ACE St Louis, Joan Ryan, PO Box 6783, St. 
Louis MO 63144 (314)645-6431 
Kansas City ACE, Ben Stockwell, 8916 
Walnut St, Kansas City MO 64114 (816)444- 
6187 

Montana 

Rattlesnake ACE, Tom Tucker, P.O. Box 
9457, Missoula MT 59807 406-626-4410, BBS: 
(406)777-3992 

Nevada 

High Sierra Users’ Group, Michael O’Mas¬ 
sey, PO BOX 2152, Sparks NV 89432 (702)972- 
3659 

New Hampshire 

Nashua Area ST User’s Society, Don 

Peters, 51 Cheyenne Dr, Nashua NH 03063 
(603)883-0347 

New Jersey 

Jersey Atari Computer Group, P.O. Box 
5206, Newark NJ 07105-0206 (908)241 -4554 

New York 

ACE of Syracuse, Kenneth Wickert, 204 E 
Patricia Ln, North Syracuse NY 13212-3218 
(315)458-6077 

ACO of Rochester NY, Bruce Nelson, PO 
BOX 23676, Rochester NY 14692 (716)334- 
5513 

ACUG of Westchester, Roily Herman, 4 
Charlotte St, White Plains NY 10606 (914)946- 
4134 

Buffalo Region Atari Group for ST’s, 
Mark Pierro, PO Box 1035, Buffalo NY 14225 
(716)691-7844 

Capital District ACE, Joe Bogaard, PO Box 
511, Delmar NY 12054 518-785-4071, BBS: 
(518)237-1232 

Long Island Atari User Group, Harvey 
Schoen, P.O. Box 92, Islip NY 11751 (516)221- 
2964, BBS: (516)221-8462 
Rockland Atari Computer Users’ Group, 
Richard Bloch, 29 Riverglen Dr., Thiells NY 
10984 (914)429-5283 

North Carolina 

Atari Computer Users Society of Fayet¬ 
teville, Howard Abner, P.O. Box 1117, Fayet¬ 
teville NC 28302 (919)484-7060, BBS: 
(919)323-3934 

Blue Ridge ACE, Sheldon Winick, 40 West- 
gate Parkway #F, Asheville NC 28806 
(704)251-0201 

Greenville ACE, Mary Anne Terminato, 19 
Alpine Way, Greenville NC 29609 (803)292- 
2690 


Piedmont Triad Atari Users Group, 

Danny Hartman, PO Box 1073, Greensboro NC 
27402 (919)722-9902 

Triangle Computer Club, Donald Nelson, 
Rt. 3, Box 760, Hillsborough NC 27278 
(919)942-2764 

Ohio 

Cleveland ACE, John Savarda, PO Box 
93034, Cleveland OH 44101-5034 
Cuyahoga Vallen Atari Computer Club, 
Don Crano, P.O. Box 9173, Akron OH 44305- 
0173376-7618 

Miami Valley ACE, Joe Lovett, P.O. Box 
24221, Dayton OH 45424 (513)847-3970 
Northern Ohio Atari Helpers, Doug Novak, 
5538 Pearl Road, Parma OH 44129 (216)845- 
6260, BBS: (216)582-1904 
Oregon 

Eugene ACE, 3662 Vine Maple, Eugene OR 
97405 

Portland Atari Club, David Moore, P.O. Box 
1692, Beaverton OR 97005 (503)240-1913 

Pennsylvania 

Allentown Bethlehem Easton’s ACE, 

P.O. Box 2830, Lehigh Valley PA 18001 
(215)868-4856 

North East Atari Team, Allan Zaluda, PO 
Box 18150, Philadelphia PA 19116-0150 
(215)677-6751, BBS: (215)677-1370 
Southcentral Pa ACE, Richard Basso, PO 
Box 11446, Harrisburg PA 17108-1446 
(717)761-3755 

Spectrum Atari Group of Erie, Earl Hill, PO 
BOX 10562, Erie PA 16514-0562 (814)833- 
9905, BBS: (814)833-4073 
Westmoreland Atari Computer Organi¬ 
zation, Keith Krause, 230 Clairmont Street, 
North Huntingdon PA 15642 (412)834-5678 
Rhode Island 

Rhode Island Atari Computer Enthu¬ 
siasts, Steve Dunphy, 192 Webster Ave., 
Providence Rl 02909 (401)621-5359 

South Dakota 

Rushmore ACE, Kenneth Kayl, 902 Virginia 
Ln, Rapid City SD 57701 (605)343-7289 

Tennessee 

Chattanooga Atari Owners Symposium, 

Phil Snider, P.O. Box 80101, Chattnooga TN 
37411 

Knoxville AUG, John Cole, P.O. Box 53362, 
Knoxville TN 37950-3362 (615)691-4435, BBS: 
(615)691-0113 

Texas 

Alamo Area Atari User Association, Al 

Sherrill, PO Box 79-1426, San Antonio TX 

78279-1426 (512)492-6633 

Atari ST Club of El Paso, Tim Holt, 10953 

Yogi Berra, El Paso TX 79934 915-821-2048 

Atari Users of North Texas, Gary Sewell, 

PO Box 852016, Richardson TX 75085-2016 

(214)727-6567 

DAL-ACE, Rachel Duke, PO BOX 851872, 
Richardson TX 75085-1872 (214)429-6134 

Virginia 

Greater Richmond Atari Support Pro¬ 
gram, Thomas Marvin, 1420 Yale Ave, Rich¬ 
mond VA 23224 (804)233-6155 
Northern Virginia AUG, Earl Lilley, PO Box 
4076, Merrifield VA 22116 (703)281-9017 
Southside Tidewater Atari Tech Users 
Society, Buck Maddrey, 5245 Shenstone 
Circle, VA Beach VA 23455 (804)464-2100, 
BBS: (804)495-3905 


Woodbridge Atari Computer Users’ 
Group, David Waalkes, 1302 Oregon Ave, 
Woodbridge VA 22191 (703)490-1225 

Washington 

Atari Association of Desert Dwellers, 

Rick Raymond, Rt. 1, P.O. Box 5296, Richland 
WA 99352 

Bellevue/Redmond ACE, Joe Mraz, PO 
Box 70097, Bellevue WA 98007 (206)747-2433 
Kitsap County ACE, Bill Penner, PO Box 
2333, Bremerton WA 98310 (206)373-4840 
R-AUG, Mike Barret, PO Box 845, Oak Harbor 
WA 98277 (206)675-7167 
STDIO, Ralph Plaggenburg, 904 N. 33rd PI, 
Renton WA 98056 (206)228-5303 
STarBase, Steve Drake, 8307 27th NW, 
Seattle WA 98117 (206)782-3691 
Seattle Puget-Sound ACE, Nick Berry, PO 
BOX 110576, Tacoma WA 98411-0576 
(206)759-1473 

Southwest Washington Atari Group, 

Allan Cokes, P.O. Box 1515, Vancouver WA 
98668-1515, BBS: (206)574-1146 
TRACE Users’ Group, Terry Schreiber, Box 
2037, Point Roberts WA 98281 (604)943-4786 

Wisconsin 

Central Wisconsin AUG, Thomas Ptak, 217 
S. Schmidt Ave, Marshfield Wl 54449 (715)- 
387-4512 

Milwaukee Area AUG, Linda Heinrich, P.O. 
BOX 14038, west Allis Wl 53214 (414)421-2376 
Milwaukee Area ST User Group, Bruce 
Welsch, P.O. Box 25679, Milwaukee Wl 53225 
(414)463-9662 

Packerland Atari Computer Users’ 

Society, Peter Schefsky, 2714 South 11th 
Place, Sheboygan Wl 53081 (414)457-4519 

Canada 

Campbell River ACE, Tom Fisher, 241 
Carnegie St., Campbell River,B.C. V9W 2J4 
(604)287-7358 

Hamilton Burlington Oakville AUG, Bob 

Berberick, 148 Golden Orchard Dr., Hamilton, 
ont. L9C 6J6 (416)575-4936 
Kitchener-Waterloo 8 16 32 AUG, Dani 
Roloson, #8-43 Benton St, Kitchener, Ontario 
N2G3H1 

London Users of ST’s, Brian Wiltshire, 162 
Inverary Crescent, London, Ontario N6G 3L8 
519-473-1406, BBS: 519-432-5144 
Montreal Atari Club, Terry Cowan, PO Box 
5418, St. Laurent Stn, Ville St. Laurent J4X1L8 
Montreal Atari ST/Mega Group, Paul Bily, 
931 Place Soulange, Brossard, Que. J4X1L8 
National Capital AUG, P.O. Box 1385 - 
Station B, Ottawa, Ont. KIP 5R4 (613)825- 
8452 

National Capital AUG-XE Group, Paul 
Norton, PO Box 992, Station ‘B\ Ottawa, Ont. 
KIP 5R1 (613)825-8452 
The Vernon AUG, Bob Olsen, 5664 Allenby 
Crescent, Vernon, B.C. V1T 8P8 (604)542-1650 
Vantari.AUG in Vancouver, Bill Sutherland, 
P.O. Box 3614 Main Post Office, Vancouver, 
B.C. V6B 3Y6 (604)968-1450, BBS: (604)291- 
0042_ 

^ Is your club missing from this^ 
list? Why? See that your club is 
added to the CN list of Atari clubs 
TODAY! Your club has everything 
to gain (national exposure, discounts 
for members, incentives to join) and 
nothing to lose. 
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eSTeem 

4° m\ 

:<? r 


At last, the classic, educational authoring 
language, PILOT-richly enhanced by GEM-- 
is available for A tari ST computers. 

eSTeem PILOT is a l!““ l0T I 


powerful, easy to 
learn system for 
creating and using 
tutorials, computer 
-based instruction, 
laser videodisc 
training and much 
more on Atari ST 
computers._ 


Welcome to eSTeem PILOT. 

Since this is the first time you 
have used eS | » T 

I'd like to kite 

Are you reach / 

Good! Then Ic \ 

I hate being s * 

call each othc 

nicknames. 



I That's the Good Ship. ST. 


Featuring.. ' € 

-- Friendly GEM user interface dOil < 

-- DEGAS and Easy Draw graphics iirow 
-- Sound and graphics generation IICcIj 
-- Module loaa-ancLrun and chaining of 
-- Point-and-click response options fUg> j 
-- User password access options I 

-- Usage logging and reporting copy < 
-- File read and write capabilities 
-- Laser videodisc and RS232 interfaces 
-- 220+page user’s manual 


Educational Software & Services of 

eSTeem, inc. 

72 Shades Crest Road, Hoover, AL 35226 
Send Email to: ESTEEM on GEnie or Delphi 


eSTeem, inc. will 
donate a special site 
license to the school 
g of your choice with 
the purchase of your 
copy of eSTeem PILOT 
aces f° r ° nl y $99** 

Plus $3 S&H 


* Special offer limited 
to 100 site licenses. 

Suggested £ % -yc I 
Retail: * 1 /3 I 


Time to RENEW??? Look at your mailing label. If 
you see the expression 9102 or 9103 on the label, your 
subscription will soon end. Please renew early! 


CN Classified 

FOR SALE: 65XE Game Machine (upgraded to 128K), 1050 drive, 
Goldstar color monitor, 850 interface, modem, thermal printer/plotter, 
and lots of software. $250 or best offer. Call Lou. (703) 358-6639 days, 
and (703) 221-8193 after 8:00 EST. 

FOR SALE: 1040 ST Color, 5 1/4 drive, 1080i Panasonic Printer, 
Lots of Software (pc ditto). DC area. Best offer takes it. Kevin (301) 
926-0084. 

FOR SALE: Atari SCI224 color monitor. Perfect condition. $225 
OBO. Logikhron clock card (cart.) w/10 yr battery. $20 or free with 
monitor. Make an offer. Rich (315) 785-1912. 

FOR SALE: Atari 1040ST-FM, 2 floppy drives, SC1224 monitor, 
2400 baud modem, ICD 85 Meg Hard Drive. All software, manuals and 
original cartons. Asking $1,600. Call Brian at (304) 267-0610. 

FOR SALE: Used 8-bit Atari equipment, software, accessories. 
Send S.A.S.E. (2 stamps) business size or 2 stamps for prices and 
huge list. L. Christoffer, 1806 Patrick Dr, Burlington, WA 98233. 
800/XL/XE Software. Hundreds of top quality programs from i 
$1.00-$9.00. Send SASE for descriptive list to: DataRush, 644 E. | 
Clinton, Atwater, CA 95301. 

Spectre GCR, 128K ROMS and some Mac disks, $200; HyperCard, 
$50; Prospero C, $50; Light Speed C, $40. Atari 800XL, 2 drives & 40 
col printer, $175. Call Joel, (201) 220-0588 after 7pm. Send SASE for a 
software list! I will also print Pagestream files out for one dollar a page. 
32K Ram buffer chips for your PANASONIC printer. Increase ram 
buffer to 32K on your KX-P1180,1191,1124,1524, or 1695 printer. $10 
each and you need only one. Also have 256K and 1 meg ram chips for 
computers. Call Dick Dubois (508) 966-1392 for latest pricing. 

FOR SALE: Complete wordprocessing, entertainment, home pro¬ 
ductivity system. Includes 1 meg 1040ST computer, DS floppy 
drive, NX-1000 dot matrix printer, mono monitor, latest ST Writer 
wordprocessing software, plus “leisure” software, alias “games.” 
Price $695. Call Frank (301) 656-0719 day or evening. 

CN Classified: Send your classified ads in to CN Classified, 122 N. 
Johnson Rd, Sterling, VA 22170. Cost is a penny a character ($2.50 
minimum). 


List of Advertisers 

A&D Software.503-476-0071 50 

American Techna-Vision ..800-551 -9995 5 

Artisan Software.209-239-1552 71 

BaPAUG. 4 

Branch Always Software. 12 

Computer Rock.415-751-8573 44 

Com puware.201 -290-2242 53 

CN Spectre Library.703-450-4761 75 

CN ST Library.703-450-4761 76 

D&P.216-926-3842 ife 


D.A.Brumleve.217-337-1937 71 

Debonair Software. 53 

Delphi.800-544-4005 obc 

Electronic Clinic.301 -656-7983 29 

Electronic Spinster Graphics. 59 

eSTeem Inc.205-987-9208 80 

Gadgets by Small.303-791-6098 33 

Goldleaf Publishing.415-461-5703 39 

ICE Systems.800-252-2787 19 

Joppa Computer.800-876-6040 54 

Joppa Software Dev.301-676-2989 71 

L&Y.703-643-1729 60 


MS-Design. 

.217-384-8469 

29 

Migraph. 

.800-223-3729 

1 

PDC 

800-255-8220 

21 

RIO Computers. 

.800-782-9110 

13 

Rising Star. 

.800-252-2787 

ibc 

Sagamore Software.... 


65 

ST Informer. 

.503-476-4611 

74 

Taylor Ridge Books. 

.203-643-9673 

38 

Templicity. 

.415-655-2355 

38 

Toad Computers. 

.301-544-6943 

40 

TOPS. 

.800-845-TOPS 

45 


Current Notes Subscription Form 

Please (Start)/(Renew) my subscription to CN for 1 year ($27)_2 years ($47)_ 

Please (Start)/(Renew) my subscription as a member of a Current Notes Listed Atari Club 
1 year ($23)_ 2 years($42)_ Club Name:_ 

NAME: _ 

STREET:_ 

CITY:_ST:_ZIP:_ 

PHONE: (_)_I own an Atari:_ 

□ Payment Enclosed To renew vith MC or VISA, call (703) 450-4761. 


□ MasterCard 

□ VISA 


Credit Card No. _ 
Expiration Date: 
Signature:_ 


Current Notes U.S. subscription rates 
are $27/year ($47 for 2 years). 
Canadian 2nd class subscriptions are 
$35/year ($63 for 2 years). 

Other foreign subscriptions are $44/ 
yr ($80/2 yrs) for SURFACE mail. 

AIR MAIL rates: Canada/Mexico, 
$44; Central America, Caribbean, $57; 
South America, Europe, North Africa, 
$69; Middle East, Africa, Asia, Austra¬ 
lia, $80. Foreign subscriptions are 
payable in US $ drawn on a US bank. 
Send check, payable to Current Notes, 
to CN Subscriptions, 122 N. Johnson 
Rd., Sterling, VA 22170. 
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Games, Games, Games 


Action Fighter.24 

Action ST II.24 

Adventures of Sinbad.29 

African Raiders.24 

After the War.24 

Alien Syndrome. 4,4 .24 

All Time Favorites (3 games) ..36 

Altered Beast.24 

AMC(Astro Marine Corps).24 

American Dreams (4 games) ..29 

Anarchy.18 

Antago.26 

Aquanaut.29 

Arcade Force Four.33 

Awesome Arcade Action Pack 36 

Back to the Future 2.33 

Bad Company.29 

Balance of Power 1990 . 29 

Batman the Movie.24 

Battle Chess.29 

Battle Master.33 

Battle Tech.33 

Battle of Britain.43 

Beam.21 

Beverly Hills Cop.29 

Bismark.29 

Black Gold.24 

Black Lamp.16 

Black Tiger.24 

Blitzkrieg May 1940 .29 

Blood Wych.29 

Blood Wych Data Disk #1.18 

Blue Angels.21 

Borodino.36 

Brain Blaster.22 

Breach II.29 

Bride of the Robot.24 

BSS Jane Seymour.31 

Cadaver.29 

Card File.21 

Cardinal of the Kremlin.32 

Cartographer 

(DM&Chaos Hint D).12 

Cartoon Capers.24 

Chamber/SCI Mutant.29 

Chaos Strikes Back.23 

Chaos Strikes Back Editor.18 

Chaos/Dungeon 

Master Twin Pack.38 

Checkmate.33 

Chess Simulator.33 

Chicago 90.24 

Chinese Karate.24 

Chuck Yeager.34 

Cloud Kingdoms.28 

Clown-O-Mania.20 

Club Backgammon.22 

Clue - Master Detective.24 

Code Team.45 

Coin Op Classics.22 

Colonels Bequest.36 

Colorado.29 

Conquest of Camelot.36 

Contract Ball.48 

Cyberball.24 

Damodes.27 

Dan Dare III. The Escape.25 

Day of the Pharaoh.27 


Day of the Viper.29 

Days of Thunder.29 

Debut.29 

Defenders of the Earth.24 

Deluxe Paint.59 

Dinosaur Mania.11 

Dinosaurs.24 

Double Dragon II.24 

Dragon Scape.24 

Dragonflight.36 

Dragons Lair.36 

Dragons of Flame.19 

Drakkhen.36 

Dungeon Master.23 

Dynasty Wars.24 

Emperor of the Mines.27 

Eyes of Horus.22 

F-16 Combat Pilot.29 

F-19 Stealth Fighter.36 

F29 Retaliator.31 

Falcon.29 

Falcon Misson Disk 2.18 

Fiendish Freddy.32 

Fighter Bomber.36 

Fighter Bomber Mission Disk ..23 

Fighting Soccer.29 

Fire.29 

Fire Brigade.29 

Fire Zone.24 

Fire and Forget II.31 

First Contact.29 

Flood.26 

Fools Errand.37 

Full Count Baseball.25 

Full Metal Planete.28 

Fun School I (under 6 yrs).24 

Fun School II ( 6-8 yrs).24 

Fun School III (8 yrs).24 

Future Dreams.29 

Future Wars.29 

Game Over II.29 

Games Galore.22 

Giants (4 games).36 

Gold Rush.24 

Grand Monster Slam.24 

Gremlins II.26 

Gridiron.18 

HATE.24 

Harmony.27 

Harrier Combat Simulator.27 

Heat Wave Boat Racing.27 

Heavy Metal.24 

Herosofthe Lance.29 

Highway Patrol 2.29 

Hillsfar.37 

Hitman.149 

Hot Rod.29 

Hound of Shadow.26 

Hoyles Games.21 

Hoyles Games II.21 

Hunt for Red October.36 

Immortal.33 

Infestation.24 

Infogrames T ri-Pack.29 

Intro to ST (Video/BK/Disk).16 

Jack Niclaus Golf.29 

Journey to the Centre of Earth 27 
Jug.25 


Kick Off.24 

Killing Game Show.29 

Kings Quest 4.29 

Kings Quest Triple Pack.42 

Klax.25 

Knife ST.42 

Knights of Legend.32 

Krypton Egg.24 

Last Ninja II.32 

Last Starship.22 

Leaving Teramis.22 

Legend Of Djel.29 

Legend of Faerghail.24 

Legend of Sir Fred.29 

Legend of the Lost.29 

Leisure Suit Larry 3.34 

Life and Death.36 

Lost Dutchman Mine.29 

Mad Professor Mariarti.23 

Magic Fly.29 

Makin’Whoopee.21 

Manchester United .24 

Mega Pack 1 (4 games).29 

Mega Pack 2 (5 games).29 

Mirror Image.18 

Narc.29 

New Zealand Story.24 

Night Hunter.25 

Nitro. 27 

North and South.29 

Oil Imperium.29 

Onslaught.29 

Oriental Games.33 

Paradroid 90.31 

Paris Dakkar90.29 

Penguin Mania.11 

Pepsi Challenge.24 

Pictionary.29 

Pipe Dream.29 

Planet of Lust.24 

Platinum (3 games).33 

Plotting.29 

Populous.29 

Populous, The Promised Land 18 

Potato Mania.11 

Powerplay..24 

Prince.29 

Pro Soccer.23 

Pro Tennis Tour.24 

Projectyle.29 

Pub Games.29 

Pursuit to Earth.22 

Quick Tools.18 

Rainbow Islands.24 

Rainbow Warrior.29 

RedStoim Rising.27 

Risk.24 

Robocop II.29 

Rock and Roll.22 

Rollout.24 

Rotox.32 

Roy of the Rovers.24 

Scrabble.24 

Sex Vixens from Space 30 

Shadow of the Beast.27 

Shark Attack (Ultimate Golf).... 24 

Sherman M4.24 

Shoot 'em Up Const. Kit.36 


Sidewinder.18 

Silpheed.21 

Sim City.30 

Sky Chase.24 

Sleeping Gods Lie.29 

Sly Spy.29 

Soldier 2000 . 22 

Space Ace.33 

Space Ball.24 

ST Public Domain CD.42 

Star Blaze.24 

Star Wreck.24 

Starflight.36 

Stash.18 

Stellar Crusade.39 

Story So Far 1 .24 

Stunt Track Racer.24 

Super Scramble.24 

Superbike Simulator.32 

Supreme Flight Command.36 

Targhan.22 

TCB Tracker.62 

Tennis Cup.24 

Thai Boxing. 11 

That’s Wright.137 

Thats Fun Face.59 

Their Finest Hour.42 

Theme Park Mystery.29 

Third Courier.29 

Thrill Time Platinum (8 game) . 29 

Thunder Birds.29 

Tie Break Tennis.24 

Time Machine.33 

Time Runner.24 

TNT (Game Pack).39 

Tom and Jerry II.21 

Total Recall.29 

Tower of Babel.29 

Toyottes.24 

Treasure Trap.24 

Triad 3.36 

Triton III.14 

Trump Castle Casino Gamb.... 26 

Turbo.36 

Turrican.27 

Twist.42 

UFO.31 

Ultima V.36 

Ultimate Darts.24 

Uncle D Consoundtration.24 

Universe 3.29 

Veteran.18 

Viking Child (Prophecy 1).24 

Vindicators.24 

Wallstreet.21 

War Machine.21 

Wayne Gretzsky Hockey.29 

Web of Terror.22 

Wicked.29 

Wild Streets.27 

Wind Walker.24 

Winners.36 

Woodlands.24 

World Championship 

Boxing Mgr.24 

World Cup 1990 Soccer.29 

World Trophy Soccer.26 

Xiphos.26 


Productivity 


1st Word Plus. 

....59 

Home Accounts. 

29 

.ACCess!. 

....18 

Hotwire Plus. 

,,35 

Base Two. 

....36 

Image Cat. 

,,15 

Becker Cad. 

..237 

Interlink ST. 

,,24 

Best Business Manager. 

..185 

Keyboard Control. 

,165 

C Source Debugger. 

....42 

Laser C. 

.115 

Calamus. 

..168 


48 

Calamus Font Editor. 

....58 

LDW Power Spreadsheet... 

,,84 

Calamus Outline Art. 

..169 

Lookitand Popit. 

.,25 

Canvas . 

....23 

Mailshot Plus. 

,,59 

Cherry Fonts Pack #1-6 .... 

....29 

Mark Williams C. 

.104 

Circuit Maker II. 

....96 

MIDI Recording Studio. 

.,36 

Cleanup ST. 

....23 


29 

CodeHead Utilities. 

....21 

Mug Shot. 

,,24 

Codekeys. 

....25 

Muiti Desk. 

.,18 

Complete Artist. 

....29 

Multiviewer Graphics 2.0. 

...36 

Cricit Bar Code Plus. 

..149 

Music Studio 88 . 

.,36 

Cyber Control. 

....36 

Neodesk CLI. 

,,18 

Cyber Paint. 

....48 


42 

Cyber Print. 

....29 

Pagestream. 

,114 

Cyber Sculpt. 

....53 

PC Board Designer. 

,117 

Cyber Studio/CAD 3D. 

....54 

Personal Pascal. 

,,59 

Cyber Texture. 

....29 

Phasar4.0. 

,,54 

Data Manager ST. 

....51 

Prospero C. 

,127 

Day By Day. 

....36 

Quick ST 2. 

,.14 

dBManV. 

..167 

Replay Professional. 

.186 

DC Desktop. 

....24 

Script. 

,,48 

Degas Elite. 

....41 

Signum. 

.119 

Diamond Back II .. 

.... 37 

Sketch. 

.,59 

Digibase. 

....59 

ST Accounts 2.0. 

.,96 

Digicalc. 

....48 

Superbase Personal II . 

,.89 

Draw Art Professional. 

....42 

Superbase Professional 3.0 . 

,199 

DynaCadd. 

.. 635 

Tempus II . .. 

,.54 

E-Type . 

....48 

Tiger. 

.,97 

EPS Clip Art. 

....18 

Tiger Cub. 

.,62 

Flair Paint. 

....36 

Tracker ST . 

... 45 

Flash. 

....18 

True Basin 

.,59 

Fleet Street Publisher 3.0. 

..239 

TUI (Textual User Interface). 

.,18 

FM Melody Maker. 

....93 

Turbo ST. 

.,32 

G+ Plus. 

....21 

Ultrascript ST . 

.137 

GFA Basic 3 w/Compiler. 

,..82 

Universal Item Selector III , 

,.16 

Hand Scanner w/ Touch Up . 

,349 

Utilities Plus. 

.,38 

Hard Disk Sentry. 

,,29 

Word Flair. 

,.59 

Hisoft Basic. 

,,48 

Word Perfect. 

.139 

Hisoft Basic Professional. 

,,96 

Word Up 3.0. 

,,59 

Hisoft C Interpreter. 

,,60 

Word Writer ST. 

...49 


ATARI LYNX! 
Only $179 

Hardware 

AT Once.349 Golden Image Optical Mouse.. 69 

AT Speed.340 ICD Host Adaptor Advantage ..91 

Atari 1040STE.579 ICD Host Adaptor Advantage + 97 

Atari 52QSTFM.354 Magnavox 1CM135 

Atari Color Monitor.329 Stereo Monitor.275 

Atari Megafile 30 HD.449 Master 3S 3.5" Drive.129 

Atari Mono Monitor.154 Master 3SD Drive (w/LEDs) ..144 

Blitz Cable. 34 Master 5S 5.25* Drive.199 

ST Xformer Cable & Software . 19 Monitor Master.32 


ST Memory Upgrades 

Z-Ram - Upgrade 520 or 1040 to 2.5 or 4 Megs ....$115 

with 16 memory chips (2.5 Megs).$199 

with 32 memory chips (4 Megs).$299 

Z-Ram - Upgrade Mega 2 to 4 Megs.$129 

with 16 memory chips (4 Megs).$209 


Macintosh Emulator 

Spectre GCR .$218 

Macintosh System Software.$54 

Macintosh HyperCard Software.$54 

CHECK OUT OUR NEW 
AGT PUBLIC DOMAIN 
LIBRARY! 


Computer Eyes. 

.194 

Mouse Master. 

.26 

Contriver Mouse. 

.49 

Multisync Monitor Switch Box , 51 

Cordless Mouse. 

.84 

SF314 Disk Drive 


Cub DS Drive. 

.144 

DS/DD 3.5". 

.161 

Cyber VCR. 

.42 

SIMM Chips (for STF) 

.46 

Discovery Cartridge. 

.132 

ST Time (Internal Clock). 

.43 

Drive Master. 

.32 

Supercharger (1 MEG) , 

. 429 

DVT VCR HD Backup. 

.144 

Synchro Express. 

.57 

Fast FAX. 

.649 

Turbo 16. 

.279 

Forget Me Clock II. 

.42 

VIDI-ST. 

.139 

Golden Image Mouse. 

.38 

Video Key. 

.72 


Mail Orders To: P.O.Box 20038 ★ Dayton, Ohio 45420-0038 




DISCOVER 


Call or Write for FREE CATALOG. No extra charge for credit card orders - Next day delivery extra 
- Alaska & Hawaii U PS Blue Label only - APO & FPO - Ohio residents add 6.5% sales tax - Allow 10 
business days for personal or company checks - Returns subject to 20% restocking fee - Defectives 
require return authorization number for repair or replacement - Prices and availability subject to 
change without notice. - Minimum shipping $4 - We check all credit card orders for your protection. 
ORDER LINE HOURS: Monday - Friday, 9 AM. - 9 PM. Saturday 10 AM - 6 PM. 


Order Status 
( 513 ) 254-3160 





































































































































































































































































































DELPHI'S 20/20 ADVANTAGE, 
VISIBLY SUPERIOR 


$20 


$124 


$ 120-$256 


COST OF 20 EVENING HOURS 
OF DOWNLOADS AND CHAT 

On DELPHI'S 20/20 Advantage Plan, you get 20 hours of connect time each month for only 
$20, Additional time is only 2 cents/minute. No other full-featured online service even 
comes close! 

And those are 20 hours of real online fun and productivity. Download files, chat with 
friends, send electronic mail, play multi-player games, and make travel reservations., 

Join DELPHI now for only $39,95 and your fi 
hours are free. With your PC and modem: 

• Dial 1-800-365-4636 

• At Username: type JOINDELPHI 

• At Password: type CURRENT20 


DELPHI 

THE WORLD'S PREMIER ONLINE 
INFORMATION SERVICE 



Already a DELPHI member? Type GO USING ADVANTAGE 


800-544-4005 • 617-491-3393 










